
lependent magazine published by ECC Publications 


February 191 
















Please Supply: ^ 

Y Invasion of the Body Snatchas □ 

Rommel’s Revenge □ The Island □ 

Halls of the Things □ The Oungeon Master □ 
Catalogue (please enclose SAE 6in. x 9in.) □ 

I enclose cheque/PO for. 

NAME. 


swsmMmwJEEmEMmv. 


THE ISLAND 


DEALERS! For details of our excellent 
dealer discounts (including export)' 
ring Chris Clarke on 061-205 6603. 


PROGRAMMERS! Written any good 
software 9 send it to us for evaluation and 
details of our excellent royalty scheme. 


Choosing which game to buy from the mountain available is a difficult job, 
especially when everyone claims to produce the best on the market. But how can 
you tell the best from the rest?. To help you decide, read on. . . . 


What the 
real critics say. . . . 


Very rarely have 
software titles produced 
such universal acclaim 
as ‘Halls of the Things’ 
and The Dungeon 
Master’. Now, with three 
brand new programs, 
Crystal continues to set 
the standard of software 
excellence. The 
difference is obvious - 
the choice is yours: 


The Best or The Rest. 


THE DUNGEON MASTER 

Let your Spectrum be your guide in a totally new 
dimension in adventures in the true spirit of 
traditional role playing games where YOU design 
the scenario. 

"I have been a Dungeons and Dragons fan for 
several years....The package provides excellent 
entertainment for all fans of the cults and should 
prove a good introduction to the game" 

....Sinclair User. 

"Highly recommended for its versality, originality 
ana quality. Definately well worth obtaining”. 

....ZX Computing. 
ZX Spectrum 48K £7.50 

Written by Graham Stafford. 


HALLS OF THE THINGS 

A stunning multi-level maze ’arcade - adventure’ 
"Excellent and dangerously addictive - could 
change the Spectrum games scene 
overnight". ....Sinclair User. 

"Spectacular - One of the best games I’ve seen, 
finely balanced between simplicity and 
addictiveness - superb graphics and colour - I 
CAN’T RECOMMEND IT HIGHLY ENOUGH" 

-..Popular Computing Weekly. 
ZX Spectrum 48K £7.50 

Written by Neil Mottershead, Simon Brattel and 
Martin Horsley. 


ROMMEL’S REVENGE 

A brilliant interpretation of the most visually 
stunning arcade game of all time. Superb high 
resolution 3D graphics with full perspective plus, 
a host of new and exciting features make 
Rommel’s Revenge the most spectacular game 
ever produced for your Spectrum! 

ZX Spectrum 48K £6.50 

Written by Martin Horsley. 


INVASION OF THE 
BODY SNATCHAS! 

At last! a version as fast and furious and 
frustrating^ addictive as the arcade original. 
Landers. M utants. Bombers. Pods, Swarmers and 
much much more combine to produce the 
ultimate space game! 

ZX Spectrum 48K 
Written by Simon Brattel and Neil Mottershead. 


The ultimate test of logic and deduction! Can you 
solve the hidden mysteries of the South Pacific 
Island on which you have been stranded - and 
escape alive! A brilliant classic style adventure 
game to facinate and frustrate you for months! 


Written by Martin H. Smith. 


Please send SAE for our latest catalogue and 
details of our forthcoming software. 

Catalogue FREE with every order. P&P included. 
Please add £0.50 per item for overseas orders. 
Please make cheques/PO’s payable to: 
CRYSTAL COMPUTING 
Dept SP2 
2 ASHTON WAY 
EAST HERRINGTON 
SUNDERLAND SR3 3RX 


ZX Spectrum 48K 
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ZX-81 

15 TARDIS LANDER 
FOXHUNT 

17 ALPHABET CHART 
TOWER OF 
DESTRUCTION 

SPECTRUM 

16 WALKIES 
TEMPERATURE 
CONVERTER 


50 MINER 


57 DOTTY 


61 JAIL BREAK 

SPECTRUM 

8 MOON LANDER 
12 MONEY BAGS 


13 CAVE CONFLICT 


24 SMOKE STACK 


39 BUG FEVER 


Sinclair Programs is published 
monthly by ECC Publications Ltd. 

Telephone 
Ail departments 
01-359 3525 


39 VENUSIAN 
INVASION 


40 SOUND EFFECT 


If you would like to contribute to any of 
the Sinclair User group of publications 
please send programs, articles or ideas 
for hardware projects to: 

Sinclair User and Programs, 

ECC Publications, 

196-200 Balls Pond Road, 

LondonN1 4AQ 


19 DECISION MAKER 
25 JUNIOR JACKPOT 
27 FIND THE LETTER 
33 JAWS 


52 CATCH A 
CANNONBALL 


54 APPLE NOSH 


56 MISSILE COMMAND 


Programs should be on cassette and 
articles should be typed. We cannot 
undertake to return them unless a 
stamped-addressed envelope is 
included. 

Wc pay £10 for the copyright of each 
program published and £50 per 1,000 
words for each article used. 

£■' Copyright 198-1 
Sinclair Programs 
ISSN No 0263-0265 
Printed and typeset by 
Cradlcy Print PLC, 

Warley, 

West Midlands 
Distributed by 

Spotlight Magazine Distribution Ltd, 

1 Bcttwcll Road, 

Holloway, 

London N7 
01-607 6111 

Cover Design/Ulustrations 


O O 

PROGRAM OF * 
THE MONTH * 
34 TIME SWITCH 


60 MORTAR PLATOON 
62 MATCH FISHING 


63 CATERPILLAR 


Instructions for graphics characters arc printed in lower-case letters in our listings. They arc enclosed by 
brackets and separated by colons to distinguish them and the brackets and colons should not be entered. 

Inverse characters arc represented by the letter “i” and graphics characters by “g”. Thus an inverse 
W would be represented by “iw”, a graphics W by “gw”, and an inverse graphics W by “igw". 

Spaces are represented by “sp” and inverse spaces by “isp”. Whenever any character is to be used 
more than once, the number of times it is to be used is shown before it, together with a multiplication 
sign. Thus “6*isp” means six inverse spaces and “(g4:4*i4:g3)” would be entered as a graphic four, 
followed by an inverse four, repeated four times, followed by a graphics three. 

Where whole words arc to be written in inverse letters they appear in the listings as lower-case letters. 
Letters-to be entered in graphics mode on the Spectrum are underlined. 

Inverse characters may be entered on the ZX-81 by changing to graphics mode and then typing the 
appropriate characters and on the Spectrum by changing to inverse video and typing the appropriate 
letters. Graphics characters may be entered on the ZX-81 by changing to graphics mode and then 
pressing symbol shift while the appropriate characters are entered. On the Spectrum graphics characters 
may be obtained by changing to graphics mode and then pressing the appropriate character. User- 
defined graphics will appear as normal letters until the program has been RUN. 
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Now that Atari 
your computer, ou 

a ghost of 

not darken your screens a moment longer. 

Because now you can play Atarisoft™ games 
on your own home computer. 

Pin-sharp graphics, quick slick movements 
- games that really challenge your skills. 

Games so close to our originals, its like having 
an ‘Amusement Arcade” in your own living room. 

i 

SINCLAIR ZX SPECTRUM: ALL AVAILABLE ON CASSETTE. OUT NOW-PAC-MAN,' MS PAC-MAN.' GALAXIAN' OUT SOON-DONKEY KONG,‘ DIG DUG. U POLE 
POSITION; ■ MOON PATROL B.B.C. MODEL'B’/ACORN ELECTRON : ALL AVAILABLE ON CASSETTE. OUT SOON - MS PAC-MAN.* DONKEY KONG,’ DIG DUG, POLE POSITION f ! 
BATTLE ZONE COMMODORE VIC 20: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN,' DONKEY KONG.’ DIG DUG: OUT SOON-MS PAC-MAN,' 

GALAXIAN; POLE POSITIONS JUNGLE HUNT, V MOON PATROL , 0 STARGATE . 0 JOUST/ COMMODORE 64: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN,’ DIG | 

tPACUWI USPMUAXANOCMMMCICftSAflt IMOllMSKSM NAMC011D ;TMHUMK<»NMKOUO ‘HMOIMAAK ANOOMftHNOOOf AMfRICAffC WM.IW3 (^OCOOGa CIKAILUAMIMMCMOtr NMiCOUD.WANufKtIXDUNMRUCEKa ST MW INC A CeMK. WAMW<OONAUC<< j 



•'Gobble’ 


"Gulp" 


make games for 
r rivals don’t stand 

pVlOfipp Weve written the 
d VyJ.XClJ.J.XyC# programs to suit your 
computers exact requirements. 

Look at our extensive range of titles. We will 
be adding to this list so that you can expand your 
library of Atari games. After all why choose a 
ghost now that JJ 

you can have 
the real thing? 

DUG? ROBOTRON? CENTIPEDE;’ DEFENDER? OUT SOON-MS PAC-MAN.' GALAXIAN* JUNGLE HUNT , 7 MOON PATROL? POLE POSITION? STARGATE? JOUST.° 

Tl 99/4A: ALL AVAILABLE ON ROM CARTRIDGE. OUT NOW-PAC-MAN,' DONKEY KONG,' DIG DUG? ROBOTRON? CENTIPEDE.” DEFENDER? STARGATE? 

ATARISOFT 




For further information, write to Atari International (UK) Inc., PO. Box 407, Blackhorse Road, London SE8 5JH. 

IM2 V!R*dU*HK«NDC0< JAIIOAWHICACCW'OtaADfttAWWlOO VmiUUKCUCIBOWCSWC 198? ~TB*WUAIW « AIWBINC BATABI ANODES**. 6ATUE MKC.WGuS M! « 








• Allows (he 

— computer etc to be moved 
MS £7.50 around with the minimum of effort 


Complete your computer 

tVifttfL/ KELWOOD SOUND POWER BASE 

has all the ‘basic bits’ that Sinclair left off. 

. % 


• Fully adjustable sound amplification 

• ON-OFF re-set switch 

• LOAD/SAVE switch 

• Angled stand 


• Does not take up any extra space 

• All wires included • Saves wear 
and tear on connections • Gives 
distinct click with each key 
depression • Amplifies 
all sound on program 
and on cassette 
9 Does not need 
batteries 

% Does not interfere , 
with inside of #1 

Spectrum or any other 
add-ons • No soldering « 
required, simply plugs in A 
REF SPBI £19.90 

Standard Power Base without sound 

SPECTRUM REF PBSI £13.50 
ZX81 REF PBZXI £13.00 

For the above with cool-it units included please add £5.05 


add-its for Sinclair addicts 


BACKPACKS 


Six versions of this indispensable unit complete your 
computer. All have SAVE/LOAD and ON/OFF switching 
and a housing for the transformer. Compatible with 
interface one. Ideal for use with cased keyboards 
Ref BP1 - Fully variable sound amp-3 x 13 amp sockets. 

switch and neon indicator - cable and plug. £27.50 

Ref BP2 - as BPi but no sockets, cable and plugs Has 

room to fix your own Duraplug' sockets . £19.50 

Ref BP3 - as BPI but no sound. £21.50 

Ref BP4 - as BPI but no sound or sockets. £13.05 

Ref. BP5 - 2X81 version inc. sockets, mams switch 

neon, cable and plug. £20.85 

Ref BP6 as BP5 but no cable or sockets. £12.85 

WOBBLE STOPPER 


COOL-IT UNITA 

Lets your Spectrum or 
ZX81 run much cooler, f ' \ 

Sanaratn Cnnl.it Unit 


Cool-it units built into other Ketwood add-its 
Power Base (Spectrum) Ref PBSfC £i8.55*Power 
Base (ZX81)Ref PBZXIC £19.35*Sound Power Base 
(Spectrum only) Ref SPBC £25,00*Back Pack 1 Ref 
BP1C £32 55*Back Pack 2 Ref BP2C £24.55* Back 1 

Pack 3 Ref BP3C £26.55 • Back Pack 4 Ref BP4C 
£18.60* Back Pack 5 Ref BP5C £26.90* Back Pack 6 
Ref BP6C £ 18.90 • Wearsaver (Spectrum)Ref WSSC 
£16.00*Wearsaver (2X81) Ref WSZX £15.80 . 

SS?9vo*!®|^VP^ i n| 


~T] MICROSTATION 

U The compact way to work • Room 


KELWOOD 'f WIRELESS 
WORKSTATION 

• Mams ON/OFF switch *3x13 amp sockets 
inside • Supreme qualky • All wires stow away 

• Carrying handle • Easily stored • Sturdily 

M -i built in stove enamelled steel 

• Woal tor schools • Suitable for 
most micros including Sinclair and 
w BBC* Acres of room fora* 
peripherals 
Desk top model 
Ret CW1 £49.00 
Legs Ret LCW £11.00 


L.- zxbi rust 


CREDIT CARD 
HOTLINE TEL: 
(0709)63242 
8am-10 pm 


J BarclaycardNo- 


QUANTITY 

REF 

AMOUNT 

Items under £10 plus 60p P&P TOTAL 

Items over £10 plus 95a P&P ENCLOSED 



KELWOOD COMPUTER CASES Downs Row, Moorgate, Rotherham 


-include VAT 
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Build your own Sinclair 

Special ZX-81 Kit Offer 
ONLY £25 (plus p&p) 

SAVE £5 on a Sinclair ZX-81 kit. A special offer 
open to readers of Sinclair Programs has been 
negotiated which means you can buy the word¬ 
beating ZX-81 for just £25 (plus post and packing). 

Stocks are limited, so be sure to place your order 
soon. Allow 28 days for delivery. Maximum four 
units per applicant. 

The kit is available by mail order only. 

No callers please. 

The prices apply to United Kingdom only. Overseas orders can be 
accepted but there will be an extra postal charge. The full price can be 
obtained on application to ECC Publications at the address on the 
coupon. 


r - 

I To: Sinclair Programs Special Offer, 

I ECC Publications, 196-200 Balls Pond Road, Islington, London N1 4AQ 

I Please send me _ ZX-81 kit(s) at the special Sinclair Programs price of 

I £25 plus £2.95 p&p. 

] Please tick if you require a VAT receipt Q 

1 *1 enclose a cheque/postal order payable to ECC Ltd for £- 

I * Please charge to my Access/Barclaycard/Trustcard account no_ 

I ‘Please delete/complcte as applicable 


Signature_ 

Name Mr/Mrs/Miss 
Address_ 
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MCONL4 


5 LET hi9h=0 
8 GO SUB B&00 
8 GO SUB 8008 

10 BORDER 0: PftPER 0' INK 7 


12 LET 1*1/100 : LET fuel*20 
15 LET l i ve-=.=3 : LET saved“0 

20 LET a“l< LET b*15 

21 LET Pad*INT <RND*24+1)• IF 
Pad<6 THEN GO TO 21 


0/ FLASH 1; "FUEL MNT fu.el 

42 PRINT AT 0,10;" LIVES ";li 
ves;AT 0,20;" SAVED ";saved 

43 BEEP 1,50 

44 LET a*a+l= LET fuel“fuel-.2 
5 

45 PRINT AT a-l,b;" " 

60 IF INKEYS-"5" AND b>0 THEN 
LET b=b-l= PRINT AT a,b+i; M " 

00 IF INKEY$=="8" AND b<.31 THEN 


24 FOR n=l TO 25 

LET b» 

=b+l = 

PRINT AT 

a,b-l; 

.. 

25 LET c*lNT <RND*254> = LET d* 

105 IF 

fuel< 

*0 THEN 

GO TO 

1000 

1NT <RND#120>f40 

110 IF 

ATTR 

< a,b)«68 

THEN 

GO T 

26 PLOT BRIGHT l;c,d 

0 1000 





28 NEXT n 

115 IF 

ATTR 

< a, b >=71 

THEN 

GO T 

30 FOR ri*18 TO 21 

0 1000 





31 PRINT INK 4; BRIGHT 1; AT r« 

120 IF 

ATTR 

< a, b >*=38 

THEN 

GO T 

,0;"<32*isP)" 

0 2000 





32 NEXT r« 

125 IF 

ATTR 

< a, b >==67 

THEN 

LET 


33 PRINT INK 4; BRIGHT 1;AT 1 
7,0; "<5*isP >**; AT 16,0; "< 3*isP >"; 
AT 15,0; "<2%isP >" ;AT 14,0; "< isp > 


34 PRINT INK 4; BRIGHT 1;AT 1 
7*26; "<4*isP >" jAT 16,30;"< 2*isp > 


35 PRINT INK 2; BRIGHT 1; PAP 
ER 4; OVER 0;AT 18,Pad;"<3*i93>" 

36 FOR P=0 TO 2 

37 LET f-INT <RND*l4>+2 = LET 9 
*INT <RND*23>+1 

38 PRINT AT f,9; INK 3; BRIGHT 

1; IsH' 

33 NEXT P ' REM SWMflINfcLOUP*** 

40 PRINT AT a,b; INK 5; "jl" 

41 PRINT AT 0,0;"FUEL ";INT fu 
el ! IF fuel<*7 THEN PRINT AT 0, 


fuel“fuel+5* BEEP .5,25= BEEP .5 
,36 

130 GO TO 4G 

1000 PRINT AT a,b; PAPER 2; FLAS 
H 1;"b" 

1020 BEEP 1,-12= BEEP .6,-12= BE 

EP .3,-12= BEEP .3,-12= BEEP .6, 

-3= BEEP .3,-10= BEEP .57,-10= B 

EEP .3,-12= BEEP .6,-12= BEEP .4 

,-13 = BEEP 1,-12 

1 030 LET 1 1 ves* 1. i ves-1 

1035 IF fuel<“0 THEN GO TO 1054 

1045 IF lives<«0 THEN GO TO 105 

4 

1050 CLS » GO TO 20 

1054 CLS 

1055 IF saved>hi9h THEN LET hi 9 
h“saved 
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PASSENGER RESCUE was written 
for the 16K Spectrum by Steven Brown 
of Epsom, Surrey. Make a successful 
landing on the moon and pick up your 
passenger who awaits rescue. Hit the 
fuel pods when your supply runs low 
but avoid the hostile asteroids as they 
attempt to sabotage your mission. 


1056 PRINT AT 18,6; PAPER 6; INV 
ERSE 1; INK 2;"YOUR HIGH SCORE I 
S ";hl9h 

105? PRINT AT 16,8; INK 4; INVER 
SE 1;"YOU SAVED saved;" MEN" 
1508 PRINT PAPER 2; INK 7; FLAS 
H 1;AT 10,11;"GAME OVER" ! INPUT 
"Another 9ame yxn ?" ;a* 

1510 IF a$«"y" THEN GO TO 9 
1528 STOP 

2005 PRINT AT a-l,b; INK 5; 

2006 FOR m-27 TO b+1 STEP -1 

2007 PRINT AT I7,m+l;" " 

2010 PRINT AT 17,m;"c_" 

2020 BEEP .1,30 

2030 NEXT m 

2035 PRINT AT 17,m+l;" " 

2040 PRINT AT *-l,b; INK 5; "a/ 1 
2050 BEEP .4,6’ BEEP .3,6’ BEEP 
. 8,8 

2060 LET saved«saved+i 
2065 CLS 
2870 GO TO 20 

8000 BORDER 1> PAPER 1= INK 5’ C 
LS 

8010 PRINT AT 0,10; INK 2; BRIGH 
T 1;"MGONLANDER" 

8020 PRINT '* "You are the Pilot 
of MGONLANDER l.It is 

you.r job to rescue a team o 

f explorers from an unk noun Pl 
anet.Your fuel supply is rat 

her low, but if you mana9e 

to hit a fuel Pod you will 

9am extra f ue l. " 

8030 PRINT * "You must dod9e the 
stars and land on the red lan 


din9 Pad, otherwise it will s 

Pell instant"; FLASH 1;" 

DEATH." 

3640 PRINT INK 4; INVERSE 1;"" 
CONTROLS ARE’" 

8050 PRINT "56*8 - Left + Ri9ht" 
8070 PRINT INK 2; INVERSE 1; PA 
PER 6 ;* "PRESS ANY KEY TO PLAY" 
8080 PAUSE 0 
8090 CLS 

8510 INPUT "ENTER SKILL LEVEL 1 
to 9 EASIEST";l 

8515 IF l<0 OR l>9 THEN GO TO 8 
510 

8520 RETURN 

9000 FOR n*0 TO 7 

9010 READ a : POKE USR "a"+n,a 

9020 NEXT n 

9030 DATA 60,255,60,0,126,255,21 
9, 195 

9040 FOR n*0 TO 7 

9050 READ a = POKE USR "b"+n,a 
9060 NEXT n 

9070 DATA 137,73,44,231,24,44,74 
, 137 

9080 FOR n«0 TO 7 

9090 READ a : POKE USR "c"+n,a 

9100 NEXT n 

9110 DATA 14,14,4,30,5,12,19,17 
9120 FOR n=0 TO 7 
9138 READ a. ! POKE USR "d"+n,a 
9140 NEXT r. 

9150 DATA 24,60,126,255,255,126, 
•50,24 

9500 RETURN 
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VALUE that's 
out of this world 

CASSETTE 

DRAGON OO0AIB Spectrum popple ATARI OR1C-1 ZXB1 . VIO 


odout me su games on 
CASSETTE - 50 but they include 
' many types such as mate, arcade, 
missile, tactical and logic games, 
to suit most tastes in computer 
game playing. 

CASSETTE 50 will appeal to 
people of all ages and the games 
will provide many hours of 
entertainment for all the family at 
a fraction of the cqst of other 
computer games •. 


1 EXPRESS DELIVERY - 
i ORDER NOW 

Please send me by return of post. Cassette 50 at £9.95 ^ 

per tape. 1 enclose a cheque/postal order for 

[~7 made payable to 

J Cascade Games Ltd. 


Please debit [ 

| Mamo 

rnyplxi No._ ,_ _, , . , . , J | 

1 

SPECTRUM P 0H,C ' □ ZX8I □ VIC 20 Q 1 

BBC a* [J DRAGON Qj ATARI [J APPl£ □ Q 


1 Country - 

( Dealers & Stockists enquiries welcome. 

Cascade Games Ltd.. 

a* . Suite 4. 1-3 Haywra Crescent. Harrogate. ■ 

cascade North Yorkshire. HG1 5BG. England. 

• D-.O Telephono: (04231 504526. 


SOUND 

BOOSTER 


FOR SPECTRUM 


CONTACT YOUR LOCAL DEALER OR 
ORDER DIRECT 

SEND CHEQUE/P. O. TO ADDRESS SHOWN 
VA T AND P&P INCLUDED IN PRICE 


BRING THE SOUNDS OF 
YOUR GAMES TO EXCITING 
LIFE FOR JUST £ j 4 gg 

(INCL. VAT & P&P) 


• PLUG IN AND USE-NO INTERNAL CONNECTIONS 

• NO BATTERIES NEEDED 

• GOOD, CLEAR SOUND 

• OUTPUT CONTROL 

• LOAD/SAVE FACILITY BUILT IN 

• FULLY GUARANTEED 


ZEAL MARKETING LIMITED 

VANGUARD TRADING ESTATE 

STORFORTH LANE 

CHESTERFIELD S40 2TZ 

TEL: 0246 208555 TELEX: 547697 


10 
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A NEW. IMPROVED 
ZX81 KEYBOARD AT THE SAME 
OLD PRICE. £9.95. 


cf> GIWh Otutf 

8 3 9 0 


not UNROT REM RUN RAND RETURN W INRUT 

n m OR STf» <; <> >s « ( 

Oil Wfc Er R a T * Ys U I 

, S.' Cl' * !' »• lbl>< TJMi;; 

NEW SAVE DIM FOR GOTO G06U6 LORO LIST 

$TOR SLOW F *» T ll * T R* 

■ S3 D - Fa Gs F 

sin ‘:r;'AK:cos /X a^cian ; >-• ak:. f Son \|.vai. t u 

COPY CLEAR COWT CIS SCROLL NEXT PAUSE 

C ’ V 7 B ‘ N " 


0 P 

1^. 


There’s only one thing wrong with the 
ZX81 Its keyboard. 

Or rather its lack of one. 

Since it's flat your fingers don’t feel as if 
there’s any response to the pressure put on 
the keys. _ 


In other words, you’re not quite sure 
which keys you’ve pressed until the screen 
actually tells you. 

Our new, improved push button keyboard 
changes all that. 

It matches the ZX81 perfectly. And the 
keys give a real calculator-type feel. 

To set it up all you have to do is peel off the 
adhesive backing and stick it on top of the 
ZX81 touchpad. 

Because no tampering or soldering is 
involved the guarantee is not affected. And it 
will last for up to 316 million operations. 


But our keyboard doesn’t just come 
loaded with features. With it comes a separate 
overlay and a set of coloured stick-on labels to 
make game playing easier. 

Its yours for the original price of £9.95. 
Whichever way you look at it, we think 
you’ll agree that it's a keyboard that’s quite 
outstanding. 

I Orders to Filesixty Ltd., FREEPOST, London W9 2BfT I 
| Cheques/PO made payable to Filesixty Ltd. 

I Please send me_(qty.) Keyboards at £9.95 each i 

I (including VAT and P&P). 


Filesixty Ltd., 25 Chippenham Mews, London W9 2AN, England. Tel: 01-289 3059. Telex: 268 048 EXTLDN G 4087. 
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M ONEY BAGS was written by 
R Smith of Scunthorpe, South 
Humberside. Race from your 
starting position to the “H”, jumping 
the barrels using “K” and jumping for 
the money bags to collect extra points. 
Use “M” to go straight ahead, and “Z” 
to go backwards. You score in pounds 
and gain an extra life on accumulating 
£1,500. 

Money Bags is for the 16K Spec¬ 
trum. 


1 PAPER 0= INK4! BORDER 0'C 
LS 

2 LU SUB 120 

3 LET hi-3500- LET h*»"SPECTR 

UM" 

4 POKE 23658/ 0- LET 1-3' LET 

LET t-0 

5 LET 4-1+INT <RND*28>- LET y 
-19- LET x-0 

6 CLS 

7 IF t>-100 THEN PRINT RT 2/ 
31 j “b" 

10 PLOT 0/15' DRAW 255/0 
20 PLOT 0,07- DRfiW 255,0 
30 PLOT 0,135- DRRW 235,0 
40 FOR n-11 TO 19- PRINT RT n, 
4 ; INK 2; NEXT n 

50 FOR n-5 TO 10- PRINT RT n,< 
4/4+10 >; INK 2; NEXT n 

55 PRINT INK 6;AT 3,<4/4+15>j 
"^1 

60 GO SUB 250 
70 PRINT RT 3,31;"H" 

00 IF RND>.3 THEN GO SUB 200 
90 PRINT RT 0,0;"Money-*";t;" 
Live*-";1'"Hi »core*<";hi;" By 
";h* 


100 PRINT RT 18,4-1;" ";AT 19 

,4;" ";RT 9 ,< 4 / 4 + 9 >;" "/RT 10 

,<4/4+10);" INK 2;RT 18,«;"i 

"' TRB 4; "jt"; AT 9, < 4/4+10 >; ".c;' TR 
B < 4/4+10 >; 1 GO TO 60 

110 PRINT RT y,x+1;"b"’ LET t-t 
+ 10O- BEEP .01,0 UEfiP’ .01,2 - BE 
EP .01,4- GO TO 5 
120 FOR n-USR "4" TO USR "c"+7 
130 READ 4- POKE n,4- NEXT n 
140 DATA 36/56/56/16/124,16/40/ 

108.126.60.102.219.143.223.195.1 

26.129.255.129.129.129.255.129.1 
29 

150 RETURN 

200 LET b-y - FOR n-30 TO 1 STEP 
-1- PRINT RT b,n;" 0 " ■ GO SUB 
250' NEXT n 
210 RETURN 

250 IF INKEY*-"k" THEN LET y-y 
-1' LET 4*-"k"’ PRINT RT y+l,x;" 

251 IF SCREEN* <y,x+2>="0" THEN 
LET l-l-l• BEEP .5,50 

252 IF t-1500 THEN LET 1-+1 

253 IF RTTR <y-l,x+l)-2 THEN L 
ET y-y-3- GO TO 253 


254 IF RTTR <y,x+2>-6 THEN LET 
t-t+50■ BEEP .1,0 

255 IF SCREEN* <y-1,x+2>-"H" TH 
EN GO TO 110 

256 IF l<«0 THEN GO TO 300 
260 PRINT RT y,x;" 4 ";RT y-l,x 

-li" " — 

270 IF 4*«"k" THEN LET x-x+1■ 
LET y-y+1' LET 4*-" " 

280 LET x»x+CINKEY*-"m" AND x<2 
9 >-< inkey*- m 2" rnd x>n 
290 RETURN 

300 CLS ' POKE 23658,8 
310 IF t>hi THEN LET hi-t' PRI 
NT RT 10,5; FLASH 1;"YQU HAVE TH 
E HIGH ";AT 11,5; INVERSE l;"SCO 
RE! PLERSE ENTER YOR NAME AFTER 
THE TONE."' PAUSE 100- BEEP 1,-1 
0- INPUT h* 

320 CLS ' PRINT RT 6,6;"Your *c 
ore-it"; t' ‘ TRB 8;"Hi«h score-£";h 
t "TflB 10; "By "; FLASH l;h* 

330 INPUT """Another 9o <Y/N> 
";b* : IF b*-"Y" THEN GO TO 4 
340 IF b*< >"N" THEN GO TO 330 
360 STOP 
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3 GO SUB 7000 
10 LET score=0 
12 LtT lively 

20 BORDER O' PAPER 0 CLS > IN 
K 3 

40 INK 4 PRINT AT 4,0;“Your s 
PaceshiP is stuck in a narrow 
cavern.Invaders attack vou.D 
on't let ans Pass or vou will l 
oose a life" 

50 INK 3 PRINT AT 9,0;"Missio 
n controls are ";AT 11<4;"7 UP"; 
AT 12,4; "6 DOWN";AT 13,4;"0 FIRE 

60 INK 4 PRINT AT 14,0;"You c 
an loose a life bv...";AT lb,2;" 
Lettin9 an invaoer Pass OR‘';AT l 
e,2;"eein9 hit bu an invader" 

70 INK 3 PRINT AT 18,0;"20 Pt 
s PER INVADER.U GOT 3 LIVES";AT 
19,2;"BONUS SHIP A1 1O0O+S0O0 Pt 
s";AT 21,7; INVERSE 1;"PRESS 'EN 
TER' KEY"; INVERSE 0 
75 INPUT b® 

70 CLS 

00 PRINT AT 10,6;"PRESS ANOTHE 
R ENTER" 

90 INPUT b* 

95 CLS 


100 INK 7 

101 PRINT AT 0,3;"SCORE ";AT 0, 
17;"LIVES ";lives 

105 LET w“255' LET r=165 
110 DRAW w,0 PLOT 0,20' DRAW w 
,0 

120 PLOT 0,40 DRAW w,0' PLOT 0 
,165 

130 DRAW w,0 1 PLOT 0,145' DRAW 
w,0 

140 PLOT 0,125 DRAW w,0 
150 PLOT 0,0 DRAW 127,40 
160 PLOT 30,0’ DRAW 37,40 
170 PLOT r,0' DRAW -30,40 
100 PLOT w,0’ DRAW -128,40 
190 PLOT 0,r DRAW 127,-40 
200 PLOT 30,r- DRAW 37,-40' PLU 
T r,r' DRAW -38,-40 
210 PLOT u,r DRAW -128,-40 
300 LET x=10' LET «*1 
394 LET e-INT <RND*7H7 
396 FOR P-INT <RND*20 )+10 TO 0 
STEP -1 

400 PRINT AT x,v;"a"' BEEP .000 
1,0 PRINT AT x,«;""" 

405 LET a®-INKEY* 

410 IF a®*"7" AND x>7 THEN LET 
x**x-l 


Y OUR SPACESHIP is trapped in 
a cave and your life is threatened 
by the approaching invaders. Fire 
at the enemy and prevent them passing 
you. Failure to do so will result in the 
loss of a life, of which you have three. A 
bonus ship is gained at 1,000 points and 
again at 5,000 points. Sunlight enters 
the cave as you gain each bonus ship 
and diminishes the visibility in the cave. 

Cave Conflict was written for the 
16K Spectrum by Rhodri Jones of An¬ 
glesey, Gwynedd. 


420 IF a®="6" AND X<15 THEN LE 
T x-x+1 
435 LET u-135 

440 IF a®="0" THEN PRINT AT x. 


445 IF e=x AND a®-"0" THEN GO 
TO 5000 

460 IF P<*0 THEN GU TO 6000 
470 PRINT AT e,P; INK 4;"b" BE 
EP 0.001,20' PRINT AT e.p/* " 

480 NEXT P 
490 GO TO 391 

5000 FOR *-0 TO 5' FOR n«0 TO 30 
STEP 30' BEEP .01, tv NEXT rv NE 
XT a 

5010 LET *core=»core+20 

5011 PRINT AT 0,9;acor* 

5012 IF acore-1000 THEN GO TO 5 
050 

5014 IF acore-5000 THEN GO TO 5 
100 

5020 GO TO 391 

5050 PRINT AT 11,4;"BONUS IMEXTR 
A SHIP" 

5060 LET livea=livea+l 
5065 FOR b=0 TO 100' NEXT b 
l 5078 PAPER 6- CLS - BORDER 6 IN 
K 2 

5080 PRINT £0;" CAVE CO 

NFLICT 

5090 GO TO 101 

5100 PRINT AT 11,4;"BONUS'!IEXTR 
A SHIP" 

5110 FOR c-0 TO 100' NEXT c 

5120 LET livea=livea+1 

5130 PAPER 5' CLS BORDER 5 

5148 PRINT# 0;" CAVE C 

ONFLICT 

5150 GO TO 101 

6000 BEEP 1,1' BEEP 1,-20 

6083 LET livea-livea-1 

6005 PRINT AT 0,23;livea 

6010 IF lives=0 THEN GO TU 6050 

6020 GO TO 319 

6050 PRINT AT 10,5;"Came Over <h 
a ha)" 

6055 FOR 9=0 TO 2Q0- NEXT 9 
6OC0 GO TO 10 

7000 TOR a-USR "a" TO USR "b"+2 
7010 READ user- POKE a,user 
7020 NEXT a 

7030 DATA 132,224,252,255,252,22 
4,192 

7040 DATA 36,126,213,255,90,102, 
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ABOUT OUR PROGRAMMABLE 
INTERFACE 

Surpassing the outstanding specification of 
our Interface Module II which still offers 
the best software support at its price, a 
Joystick Interface that is compatible with 
ALL SOFTWARE through its unique hard¬ 
ware programmable design. 

The Interface plugs on to the rear connector 
of your ZX81 or ZX Spectrum. 

Quick clip-on connections, which are con¬ 
figured from a reference card supplied, allow 
you to define which of the forty keys are 
simulated by which action of the Joystick. 
A pack of ten Quick Reference Programming 
Cards makes setting for your favourite games 
even easier. These can be filled in to show at 
a glance the configuration required and 
stored in the cassette case of the particular 
game. When you change to a game using 
different keys the module is re-programmed 
in a few seconds. 

As with our Interface Module II the Pro¬ 
grammable Interface accepts all standard 
switch Joysticks that are Atari-compatible. 
Two sockets are available which are con¬ 
nected together for two player games which 
use the same keys for both players. 

The Interface resides in the keyboard 
address space and does not affect its opera¬ 
tion or interfere with any other add-ons. A 
rear extension edge connector will accom¬ 
modate expansion of your system. 

The unique AGF key simulation principle 
makes it extremely easy to incorporate 
Joystick action in your own programs. All 
eight directions and fire are read by simple 
BASIC. 

With every order comes a free demonstration 
program called ‘Video Graffiti’ plus a full 
set of instructions. 



PACKAGE CONTENTS SUPPLIED 

• Programmable Interface Module as illus¬ 
trated, complete with clip-on program¬ 
ming leads. 

• Self adhesive programming chart detailing 
how to define which key is simulated by 
UP, DOWN, LEFT, RIGHT, and FIRE. 
This can be fixed on to the case of your 
computer or if preferred the protective 
backing can be left on. The chart is made 
of a very durable reverse printed plastic 
and is extremely easy to read. 

• One pack of ten Quick Reference Pro¬ 
gramming Cards for at-a-glance setting 
to your games requirements. The card 
allows you to mark the configuration in 
an easy to read fashion with space to 
record the software title and company 
name. 


Irate how all eight directions and fire 
can be read. This is also a useful high 
resolution drawing program. 

12 months guarantee and full written 
instructions. 


KEY FEATURES 

* Programmable design gives TOTAL soft¬ 
ware support. 

* Accepts Atari, Competition Pro, Wico, 
Starfighter, Quick Shot, Le Stick etc. 

* Rear extension connector for all other 
add-ons. 

* Free demo program and instructions. 



CKS 


ATARI 

CONTROLLERS 
FOR USE WITH OUR INTERFACE 
Module or VIC 20, Commodore 64, 
Atari VCS, Atari 400, Atari 800 
If you require extra Joysticks for our 
original interface module mark order 
‘OLD’ Joysticks 


FROM: MR/MRS/MISS 

ADDRESS 



SEND C.W.O. (NO STAMP NEEDED) TO: A.G.F. HARDWARE, DEPT. SPR 

FREEPOST. BOGNOR REGIS, WEST SUSSEX, P022 9BR 

QTY 

ITEM 

ITEM PRICE 

TOTAL 


PROGRAMMABLE INTERFACE 

33.95 



JOYSTICK(S) 

7.54 



PACK(S) QUICK REFERENCE CARDS 

1.00 


ONE 

VIDEO GRAFFITI 

FREE 


ZX81 □ ZX SPECTRUM □ Please tick 

FINAL TOTAL 


DEA LER ENQUIRIES WELCOME EXPOR T PRICES ON A PPLICA TION 
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2 LET b-S+VAL "30" 
a LET Y-INT RNL'#10 > 

4 LLS 

5 PRINT AT J.b, O; 1 l*9a 

6 PRINT AT 14/RNDYY;"<i»P >" 

7 FOR X-0 TO VOL "15” 

0 PRINT AT RNL'*l3,RNL>*Y;"'.91> 
*’ <FtT RND*1J,RND*Y;CHR* 23 
10 PRINT AT X/Y; 

20 LET L-PEEK < PEEK 16330+VAL 
"25>6‘"*PEEK 16393.1 

30 IF C=23 OR C=1 UR C-e THEN 
LUTU 200 

40 IF C.-VAL "120" THEN LUTU 2 
50 PRINT n U")" 

55 LET Y=Y+'> INKEY*-"8" AND Y<1 
0>-<INKEY#*"b" AND Y>0> 

60 LET 5-S+VAL "2" 

70 NEXT X 
80 GOTO 4 

LOO FOR T-X TO VAL "lb" 

2U0-FOR T-X TO VAL "lb" 

210 PRINT AT 1,Y;"<i")"^AT T,Yj 


220 NEXT T 

230 PRINT AT T-1,Y. 

240 PRINT "<is •ic 1 


2 LLT 11-0 

3 LET IT-20 

4 LET 2-10 

5 LL6 

6 LET T-20-A 

7 LET X-1NT CRNDKSD+1 
10 FOR N-l TO A 

lb PRINT AT A/2-li"CsP•n »P >" 
20 PRINT A1 N,0j"< ll*l»P>" jAT 
N-1/0;" " j AT N,Xi" " 

b0 LET Z-Z-K INKEY*-"8" AND Z<1 
1 :-CINKEY*-“b" ) 

60 NEXT N 

70 IF ZOX THEN GOTO 500 
95 LET A-A-l 
100 GOTO 6 
500 PRINT "SPLAT" 
b02 PAUSE 50 
b05 LLS 

507 IF T>M THEN PRINT "NAME?" 
bOB IF T>M THEN INPUT U* 

503 IF T>M THEN LET M-T 
510 PRINT "SCORE-";Tj" HIGH SC 
URE HELD faY "jU*>" WITH "iMj" PO 
1NTS" 

520 INPUT C* 

530 GOTO 3 


A S DOCTOR WHO you must use 
keys 5 and 8 to steer the tardis on 
‘ to the landing pad of the planet 
you are approaching. Avoid the stars 
and planets which appear or their gravi¬ 
tational field will send you crashing 
downwards. If you land safely you will 
gain 30 extra points and move to the 
next sheet. 

Tardis Lander was written for the 
IK ZX-81 by Terry Bishop of Leyton, 
London. 


U SING the cunning of a fox you 
have to weave in and out of the 
descending pack of hounds. As 
you negotiate one pack, you are met by 
another pack. 

_ The highest score appears at the end 
of each game, along with the name of 
the scorer. Use cursor key 5 to move left 
and 8 to move right. Beware, you have 
only one life. 

Foxhunt was written for the 1K ZX- 
81 by Adam Evans of East Dereham, 
Norfolk. 















N RESPONSE to our request for 
Patricia Rich- 


I animation programs, 
ardson of Maidstone, Kent submit¬ 
ted this short program, Walkies. A 
man is seen to throw a ball which is 
retrieved by a dog. The process is re¬ 
peated with a GOTO instruction in the 
program. The flight of the ball has been 
plotted with half a SIN curve. 

We would still like to see more ani- 
mation programs. (16K Spectrum). 


106 INPUT x 
1U7 CLS 

109 PRINT AT l,3;x; " Cent 1 9r-s.de 

110 LET x-<x*1.8>+32 

111 PRINT AT 1,23;x;"F" 

115 PAUSE 200 

116 CLS 

120 GO TO 10 
300 CLS 

310 PRINT AT 0,7;" Input Fsihrenh 
eit" 

320 INPUT u 
330 CLS 

340 PRINT AT 1,3F*renhi9ht 

350 LET «■<v-32Vl.8 
360 PRINT AT 1,23;*;"C" 

370 PAUSE 200 
380 CLS 
330 GO TO 10 


CONVERTER 

T emperature convert¬ 
er was written for the 16K 
Spectrum by Carl Inwood, aged 
13, of Shelfield, Walsall. It is a very 
accurate and useful program and allows 
you to convert Centigrade to Fahrenheit 
_ and vice versa. 
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2 INPUT A 

4 LET U-VAL "0" 

5 FOR W-3 TO 16 

10 FOR N-INT <RND*5)+10-A TO 1 


20 PRINT AT N,W;"< Li?" 

30 NEXT N 
40 NEXT U 
90 FOR B-0 TO 10 
100 FOR N-0 TO 17 

104 PRINT AT BiN+l j 

105 IF PEEK < PEEK 1639B+256*PEE 
K 16399)-146 THEN STOP 

110 PRINT AT Bj Nj" >" 

112 IF N-0 THEN LET U-0 

115 IF INKEY*-"Z" THEN CUSUB 19 


116 IF U-3 THEN STOP 

117 PRINT AT B*16j" " 

120 NEXT N 

130 NEXT B 

135 PRINT " YOU HAVE LANDED' 
190 LET U-U+l 
200 FOR P-8+1 TO 10 
210 PRINT AT P/N+lJ" 

215 PRINT AT P,N+1>" " 

221 NEXT P 
250 RETURN 


1 TAST 

2 INPUT A* 

8 SLOW 

20 PRINT AT 21 » 3;"ABLDEFCHlJKL 
MNUPGlRSTUVWXYZ" 

30 FOR J=1 TO LEN A* 

40 LET A-LODE ASKJ)-3b 
4b FOR 2=VAL "20" TO VAL "0" S 
TEP -1 

b0 IF CODE fUKJXOe OR CODE A* 
< J )>63 THEN NEXT J 
60 fy?INT VAL Z< Al " “j 
70 IF PEEK (PEEK l6396+2b6*PEE 
K 16399)-126 THEN NEXT Z 
00 PRINT AT ZiAX'CisP)" 

90 NEXT J 


ALPUAECT 


P HILIP TAYLOR of Rowlands 
Castle, Hampshire submitted a 
simple program for the IK ZX-81. 
Alphabet Chart could be useful to 
people interested in language study or 
code-breaking. Input a piece of text 
with no punctuation or numbers and 
the computer will draw a bar chart. 


TOlvER Or DL 


Y OU ARE the pilot of an aircraft 
and have to fly across a randomly- 
generated city, bombing the 
tower blocks as you pass over. You can 
drop only two bombs each time you 
pass over the city and must wait for the 
return journey to fire again. 

Use key “Z” to fire your bombs. 
Tower Destruction was written for 
the IK ZX-81 by Stephen Hill of Sea- 
bridge, Newcastle._ 












The NEXT Gel 

of Spectrum 


ntegrati o 




Dept. SP. 22 Ash Church Road, Ash, Aldershot, Hants GUM 9LP. All prices 
include VAT and p&p (overseas add 55p per cassette!. All cassettes carry a 
lifetime guarantee Trade & export enquiries welcome - ring Dave Marshall 
0252 518269. Mail order or check your local computer store. 


HEARING IS BELIEVING 

Tele Soimd 

SPECTRUM BEEP BOOSTER 


TELESOUND is ready built and 
tested so that you can get the 
full sound of your Spectrum 
through any unmodified 
television set, black and white 
or colour. The unit is easy to 
fit in minutes without any 
previous experience as full 
fitting instructions are 
provided. 


TELESOUND has been designed 
using the very latest ultra 
miniature components so it's 
size is an incredible 2 x 1.3 x 1mm. 
and fits neatly inside the Spectrum. 
Three easy push-on 
connections are made to the 
Spectrum. The connections 
are clearly shown in a 
diagram that comes with 
full fitting instructions. 


TELESOUND FEATURES 

• SOUND AND VISION TOGETHER TOR ADDED REALISM 

• SEEP VOLUME CONTROLLARLE FROM A WHISPER TO A ROAR 

• RETROARD CLICK CLIARIT HEARD TO ASSIST PROCRAM ENTIT 

• PROCRAMS CAN BE HEARD WHEN BEING LOADED • NO SOLDERING OR CASE CUTTING REQUIRED 

• ADDITIONAL AMPLIFIER NOT NECESSARY • SEPARATE POWER SUPPLY NOT REQUIRED. 

• USES NO MEMORY SO WORKS WITH ALL PROGRAMS - COMPATIBLE WITH ALL OTHER ADD-ONS 
INCLUDING MICRODRIVE 

TELESOUND comes complete with easy to follow fitting 
instructions and costs £9.95 inclusive of post, packing 
etc. Please state your computer when ordering. 

COMPUSOUND 


DEPT: SP2 32 33 LANGLEY CLOSE, REDDITCH, WORCESTERSHIRE. 
B98 OET. TELEPHONE: (0527) 21429 (21439 Answerphone) 


For use on 
48K 

SPECTRUM 


• s^so^owr Be a top tact i c i an and 

• On- screen commentary slowing axrenl r 

sco^namoipRaywinpossessAoxL wa tch your team play in 

• irdwduaiplay**sitifis the safety of your home! 

• League tat* and results on soma and I 

**»* _. This game is your 

• Save season to dale on lane . 

A. . A season ticket. 


CROSS SOFTWARE, Also available from selected store* 

36 Lanqford Crescent, I '"the London area (including 
do Langrora uresceni, Virgin Megastore, Oxford Street) 
^Barnet, Herts, EN4 9EH 
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F ACED with the daunting pros¬ 
pect of buying a new computer, P 
Bayliss of Willerby, Hull wrote 
the Decision-Maker for the 16K ZX- 
81. It provides a purely objective way of 
analysing the pros and cons of various 
machines on the market. 




190 DIM QX 32 ) 

200 LET W*-"i3l*9h>" 

210 LLS 

220 PRINT AT 6,0;W» 

230 PRINT HOW MRNY OPTION 

S ARE THERE TO DECIDE 0 

ETWEEN ?" 

240 PRINT ,,,,Wt 
230 INPUT NO 

260 IF N0<2 OR NO>20 THEN GOTO 
210 

270 DIM fl< NO > 

280 CLS 

290 DIM OX NO,30) 

300 FOR F-l TO NO 
310 PRINT RT 0,0;W*;A1 0,0;Q*;A 
T 0,5; "NAME OF OPTION NO.";F;" ? 

320 INPUT OX F > 

330 IF PEEK 16442<4 THEN GUSUb 
1260 

340 PRINT RT F+2,0;F;">";OXF> 
350 NEXT F 
360 GOSUB 1230 
370 CLS 

3B0 PRINT RT 8,0;W» 

390 PRINT ,, ''HOW MANY FACTORS R 
RE THERE WHEN CONSIDERING THESE 
;NO j " OPTIONS ?" 

400 PRINT ,,W« 

410 INPUT NF 

420 IF NF>300 THEN GOTO 410 
430 CLS 

440 DIM FX NF,30 ) 

450 FOR F-l TO NF 
460 PRINT RT 0,0;W«;AT 0,0;Q«;R 
T 0,5;"NAME OF FACTOR NO.";F;" ? 

470 INPUT FXF) 

480 PRINT RT F+2,0;F;"•";FXF> 
490 IF PEEK 16442<4 THEN GOSUB 
1260 

300 NEXT F 
510 DIM KNF) 

520 GOSUB 1230 
330 CLS 

•S4fl PRINT RT A.U.U* 

550 PRINT IN DECIDING BETW 

EEN THE ";NO 

560 PRINT ,,"OPTIONS,HOW IMPORT 
RNT TO YOU IS" 


570 FOR F-l TO NF 
580 PRINT RT U,0;W*;AT 11,0;Q* 
; RT 11 , 0 j FX F ) 

390 PRINT ,,TAB 5; "CON R SCALE 
1 TO 20)" 

600 PRINT ,,,,W* 

610 INPUT ICF) 

620 IF ICFX1 OR ICF)>20 THEN G 
OTO 530 
630 NEXT F 
640 DIM RCNO,NF> 

650 CLS 

660 FOR F-l TO NO 
670 LET AC F)-0 
680 CLS 

690 FOR G-l TO NF 
700 CLS 

710 PRINT RT 4,0;W» 

720 PRINT ,,,,"TAKING THE ”;OX 
F) 

730 PRINT "HOW WOULD YOU RATE I 
TS" ; TAB 0, ,FXC) 

740 PRINT ,, M <1 TO 20 AGAIN)" 
750 PRINT ,,,,W* 

760 INPUT RCF,G> 

770 IF R( F, G X1 OR R<F,C»20 TH 
EN GOTO 700 

700 LET RCF,G)-R<F,G>*ICG> 

790 LET fl< F )-R< F )+RC F,G) 

800 NEXT G 
810 NEXT F 
820 CLS 

830 PRINT RT 8,0;Wi;AT 10,1;"LE 
T ME DIGEST THE FIGURES A BIT";A 
T 12,0;W« 

840 FOR F-0 TO 4 
850 GOSUB 1230 
860 NEXT F 
870 CLS 

880 GOSUB 1310 

890 PRINT "OK,THIS IS HOW THEY 
SCORE•" 

900 PRINT W*;RT 3,0; 

910 FOR F-l TO NO 
920 PRINT TAB 0;OXFX TO 29-LE 
N STR* CSCF)));S<F>; ”/" 

930 IF PEEK 16442<6 THEN GOSUB 
1230 

940 IF N0<6 THEN PRINT 

950 NEXT F 

960 POKE 16418,0 


970 PRINT AT 23,0;"Press P for 
Printout'r to re run" 

980 POKE 16418,2 
990 LET R*-INKEY« 

1000 IF A*-"P" THEN GOTO 1030 

1010 IF A«-"R" THEN RUN 

1020 GOTO 990 

1030 FAST 

1040 PRINT AT 0,0; 

1050 LPRINT TAB 3;"decision nuke 
r ill'result*", , 

1060 LPRINT TAB 0; 

1070 FOR F-l TO NO 
1080 LET L-LEN STR» S<F> 

1090 LPRINT OX F X TO 29-L);S<F> 
;"02/94" 

1100 NEXT F 
1110 LPRINT 

1120 LPRINT TAB 6;"<factors cons 
ideredl" 

1130 LPRINT TAB 0,, 

1140 FOR F-l TO NF 
1150 LET L-LEN STR* I<F> 

1160 LPRINT FX F X TO 32-L);KF> 

1170 NEXT F 

1180 FOR F-0 TO 3 

1190 LPRINT 

1200 NEXT F 

1210 SLOW 

1220 GOTO 960 

1230 FOR S-0 TO 15 

1240 NEXT S 

1250 RETURN 

1260 FOR F-0 TO 3 

1270 SCROLL 

1280 NEXT F 

1290 RETURN 

1300 REM calculate Percentaoes 
1310 LET MAX-CNF*20>*2 
1320 DIM SCNO) 

1330 FOR F-l TO NO 
1340 LET S< F >-C At F)/MAX >*10 
1350 LET SCF)-C I NT CCCSCF>*100>> 
+ .3V100) 

1360 NEXT F 
1370 RETURN 

9997 CLEAR 

9998 SAVE "DECISION MAKER III" 

9999 RUN 190 
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BLACK CRYSTAL 

A THIRD CONTINENT SERIES 

ADVENTURE 


challenges mat shall confront >01 

THE CRYPT 

bam© win • giant scorpion: Hell 
i Crnnots. Pas Negs a;«i it 1 
tjnliicfrv enough - the Oatfc Cy< 


THE ADVENTURES OF 
ST BERNARD 


Bernard through the perils ol 


ADVENTURE 


Magra 


THE DEVIL RIDES IN 


Available lor 48K Spectrum £5.95 


A NEW WORLD OF ADVENTURE 

SLACK CRYSTAL A 


The above are available through most good computer stores.or direct from; 

CARNELL SOFTWARE LTD., 

North Weylands Ind. Est.. Molesey Road. Hersham. Surrey KT12 3PL. 
DEALERS: Contact us for your nearest wholesaler. 


ADVENTURES OF 


Ttie Classic, sm program adventure 
game lor the 48K Spectrum and !6K 
ZX81 computers No software collection 
>s complete within;• • "Black Crystal 
an excekent qraphics adventure anr) a 
iqe ■> ,<• 

User Apr,i i " Black Crystal h 

■mpressed me by its stieer quantity and 
generally high quality ol presentation I 
am afraid I have become an addict 

* : a . y < 

Spectrum 48K I80K of i • qrm , 
pans only £7.50 

ZX81 16K . v-uK ot urogram >n I 

seven parts , . £7.50 

WHY PAY MORE FOR LESS OF AN 

ADVENTURE? 


STARFORCE ONE 


Available for 48K Spectrum £5.95 


DEVIL RIDES IN 


THE CRYPT by Stephen Renton 


Available tor the 48K Spectrum at 
£4 95 


The whole game mechanism makes for 
a very Addictive Program, and one that 
remains a firm favourite with many 
Adventurers 


For the 48K Spectrum or ZX-81 16K 
@ £5.00 


(Fast moving, machine code, all 
action. Arcade game) 


VfMiCamC i)ianG<Ei©n volcanic dungeon 

^ A THIRD CONTINENT SERIES 


(lOOtfe machine code arcade action) 


Available lor 48K Spectrum £5.95 
















THE WRATH OF MAGRA 
A THIRD CONTINENT 
SERIES ADVENTURE 


The first born has been destroyed. The 
Black Crystal of Beroth has been banished. 
T he alliance of Evil has been defeated by the 
armies of Lord Fendal. So ends the Third 
Aye. Now we invite you to write your name 
m the history of the Fourth Age of the Third 
Continent. 

You will meet friends and enemies, old and 
new. m the long awaited sequel to Volcanic 
Dungeon. Using high resolution graphics 
and combining the best qualities of "Black 
Crystal" and "Volcanic Dungeon", we will 
allow you to become part of this tale of 
revenge. 

"The Wrath of Magra" comes as three, 48K 
programmes on cassette, boxed with in¬ 
struction manual and book detailing the his¬ 
tory of the Third Continent and the many 
spells you will be using throughout the 
game. For the 48K Spectrum @ £12.50. 

NOTE: The Wrath of Magra" is a complete 
adventure. You need not buy "Volcanic 
Dungeon" or "Black Crystal" to play it. 

Available from Feb ’84 



Upgrade your 
16K 

ZX SPECTRUM 
Now! 

The CHEETAH 32K RAMPACK simply plugs into the user port at the rear of 
your computer and increases the memory instantly to 48K. 

★ Fully compatible with all accessories via rear edge connector 

★ No need to open computer and invalidate guarantee 

★ Why send your computer away and wait weeks for upgrade 

★ Fully cased tested and guaranteed. 

Why wait any longer? 

Only £39.95 including VAT and P&P. 



Now make your 
Spectrum and ZX-81 Talk 

The Cheetah "SWEET TALKER" just plugs into the back of the computer using the existing power supply. Based on an 
allophone system you can easily program any word sentence or phrase. Fully cased, tested guaranteed and compatible 
with all accessories via rear edge connector. Complete with demonstration cassette and full instructions. No more lonely 
nights! Simply incredible at £29.75 (Please quote when ordering whether Spectrum or ZX81 owner) 

16K RAM Pack for ZX-81 £19.75 

64K RAM Pack for ZX 81 £44.75 

Prices include VAT, postage & packing. Delivery normally 14 days. Export orders at no extra cost. Dealer enquiries 
welcome. 

Send cheque/PO now to: 

CHEETAH MARKETING LTD 
Dept SP1 
24 Ray Street 
London EC1 R3 DJ 
Tel: 01-278 6954 

32K RAM Pack and "SWEET TALKER" also available from larger Branches of RUMBELOWS 

r/M.I-'IUIIl WH SMITH 
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T he aim of 

block the car the computer con¬ 
trols with the smoke which your 
car emits. You must also avoid the 
smoke trail of the other car. 

Written for the 16K Spectrum by 
David Gill of Walsall. 


eo DRTR 0,BIN 001 1 1000/BIN OlO 
10100,BIN 11010116,255,BIN 11101 
110,BIN 01000100,0 
01 GO TO vo 

05 CLS PRINT - PRINT '*00 YOU 

WONT THE INSTRUCTIONS ? 

66 INPUT b* 

87 IF bS^"* 1 ' THEN 00 TO 6000 
80 IF b*="n M THEN GO TO 40 
86 IF *«<>"»•• OR a*< >"n H THEN 

GO TO 30 
60 CLS 

100 PRINT RT 10,10; INK 6 ; "Ul* 
isP ) " 

110 PRINT RT 11,10; INK 6; "<11* 
ISP > " 

120 PRINT RT 6,10; INK 6 ; "01*1 
sP > “ 

120 PRINT RT 6,10; INK C> "< l*is 
P y‘ 

161 FOR a*0 TO 31 PRINT RT 0,a 
; INK 5; " <■ ISP ) " • NEXT a 

162 FOR b^BTO 16« PRINT RT b,0 
; INK 5;" <isP V - NEXT b 

163 FOR c-0 TO 31' PRINT fil 16, 
c, INK 5;" <ISP V ’ NEXT c 

164 FOR TO 16 PRINT RT d,3 
l; INK 3; " < isP > " - NEXT d 

165 LET mevi^i 

196 LET score=Q 

167 LET j-2- LET 1=2 

168 LET x-26' LET z=l? 

196 FOR 1*0 TO 1 

200 IF lNKEY*="q" THEN LET 

-l- PRINT RT j+1,i; INK 4;-'a'' L 
ET s<rore=score+5 IF R1TR <j,i>* 
6 THEN LET ..= ; + l 

201 IF j<-0 THEN LET j-j + 1 BE 
EP .7,-20- BEEP .7,-20 BEEP . 6 , 
-30 

210 IF INKEY** “a" THEN LET ;*J 
+ 1 - PRINT RT j-1,l; INK 4;"a"' L 
ET score*scor«+5' IF RTTR 0,i>= 
6 THEN LET J-3-1 

211 IF J >“16 THEN LET J-4-1■ B 
EEP .7,-20 BEEP .7,-20' BEEP .6 


,-30 

220 IF INKLY**"i" THEN LET l-i 
-1- PRINT RT j, i + l; INK 4,"a"■ L 
ET score=score+5 < IF RTTR CT7i>= 
6 THEN LET l-i+l 

221 IF i<=0 THEN LET i«i + l BE 
EP .7,-20' BEEP .7,-20' BEEP .6, 
-30 

230 IF INKEY*=''o" THEN LET x-i 
+1' PRINT RT j,l-l; INK 4;"a" L 
ET score-score+5' IF RTTR rT7i>= 
6 THEN LET i*i-l 

231 IF l>*31 THEN LET x*i-l' B 
EEP .7,-20' BEEP .7,-20' BEEP .6 
,-30 

233 IF RTTR 0,0=4 THEN LET m 
*Yi-m*n-l' BEEP .7,-20- BEEP .7,- 
20’ BEEP .6,-30 

234 NEXT l 

235 IF i >z THEN LET z*z+l• PR1 
NT RT z-l,x; INK 4;Ka^' IF RTTR 
<z,x>=6 OR RTTR <z,x>=4 THEN LE 
T z=z-l 

236 IF J<z THEN LET z=z-l- PRI 
NT RT z+1,x; INK 4;‘'a" • IF RTTR 
<z,x>-6 OR RTTR <z,x5^-4 THEN LE 
T z-z+1 

237 IF i<x THEN LET x*x-l> PRI 
NT RT z, x+l; INK 4;KaT’ IF RTTR 
<z,x>-6 OR RTTR <z,x>-4 THEN LE 
T x-x+1 

238 IF i>x THEN LET x-x+1- PRI 
NT RT z,x-l; INK 4;"a"■ IF RTTR 
<z,x>=6 OR RTTR <z,x>=4 THEN LE 
T x-x-1 

240 IF RTTR <z,X>-3 THEN LET M 
an-roervl' IF'RTTR <z,x>-4 THEN 
LET x-x+1 PRINT RT z,x; OVER 1; 

INK 2; "a''’ BEEP .7,-20 BEEP .7 
,-20' BEEP .6,-30 BEEP .7,-20' 
BEEP .7,-26- BEEP .6,-46 

575 PRINT RT 26,0;"SCORE- ";sco 
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3140 IF **-"n" THEN STOP 
3150 IF **<>"*" OR v*<>"«" THEN 
00 TO 3002 
3393 STOP 

9000 CLS • PRINT H BLOCK' 

EM 

9001 PRINT OVER 1;AT 0,3;"- 


710 IF roen<=0 THEN 00 TO 3100 
1000 GO TO 199 
3100 CLS 

3110 PRINT INK S; FLASH 1;AT 0, 
5; "GAME OVER.00 YOU WANT"; INK 5 
; FLASH 1;AT 1,5; “ANOTHER GAME < 


9O02 PRINT » PRINT 
F THIS GAME IS TO 
UPPOINENTS CAR 
BY THE COMPUTER). 

E TO AVOID BUMPING 
KE YOU LAY AND THE 
MPUTER LAYS." 


■THE OBJECT 0 
OUT RON THE 
< CONTROLLED 
YOU ALSO HAV 
INTO THE SMO 
SMOKE THE CO 


9003 PRINT PRINT "YOU ALSO HAV 
E TO AVIOD BUMPING INTO THE OUT 
-SIDE AND INSIDE WALLS." PR1 
NT PRINT "YOU LOSE A LIFE WHEN 
YOU'-"' PRINT "HIT YOUR SMOKE.” 


■ PRINT "HIT THE OTHER CAR OR IT 
'S SMOKE."' PRINT "IF YOU CRASH 
INTO THE OUT SIDE OR INSIDE WAL 


9004 PRINT ■ PRINT "PRESS ANY KE 
Y FOR THE KEYS"' PAUSE 0 

9005 CLS ' 

9007 PRINT ' PRINT "THE KEYS ARE 
-" PRINT PRINT INK 3; FLASH 
1;"PLAYER 1 THE MAGENTA CAR-"' 
PRINf INK 4; FLASH 1; "UP DOWN 
LEFT RIGHT"' PRINT FLASH 1; INK 


9008 PRINT • PRINT PRINT "PRES 
S"; AT 8,6; INK 2; FLASH 1;"r"; F 
LASH 0; INK 7;" TO RUN THE GAME" 
9089 INPUT INKEY* 

9O10 IF INKEY*< >"r" THEN GO TO 
9O03 

9020 IF INKEY*-="r" THEN GO TO 4 


1 LET Z-SGN PI 

2 LET S-PI-PI 

3 LET X-CODE "<9t>" 

5 PRINT AT CODE “<«»)",CODE 


73 IF A-B AND B-C THEN LET S-S 
+VAL "100" 

75 IF A-B AND B-C THEN GOTO CO 
DE "BBS " 


y 



80 IF A-B OR A-C OR B-C THEN G 
OTO CODE "COS " 

90 GOTO CODE "ABS " 

200 PRINT "BONUS ";CODE "M" 

205 LET S-S+CODE "M" 

210'IF INKEY*-"" THEN GOTO CODE 
"ABS " 

215 CLS 

220 GOTO CODE "(95)"_ 


?";"*cor» ";S 

10 LET A-INT <RND*X)+Z 
20 LET B-INT <RND*X>+2 
30 LET C-INT <RND*X)+Z 
40 PRINT A 
50 PRINT B 
60 PRINT C 

70 IF A-B AND B-C THEN PRINT 
j*ckPot 100" 


You have to press NEWLINE key 
for each set of numbers and your score ' -, 
is totalled at the end of each turn. A 
POKE command is inserted in the pro- 
gram which must be executed before 
typing the program into the computer ^ 
prior to cassette storage—(POKE 
16389,76). 


A SIMPLE program submitted by 
S G Wylie of Ramsgate, Kent for 
• the IK ZX-81. Three random 
numbers, chosen by the computer, 
appear to the left of the screen. Fifty 
bonus points are awarded for two corre¬ 
sponding numbers, between 1 and 6, 
and a jackpot of 100 bonus points for 
three identical numbers. 
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XENO II 

A game for the arcadians with four screens. 
After landing your craft on Xeno and avoiding 
the asteroid belt, you have to fight your way 
through three sets of maze manned by robots 
with lethal firing power and hunter instincts 
The third stage requires the destruction of the 
alien craft dropping plasma bombs. 

KB/JS 16K/48K £5.95 

KONG 

All the fun of the arcade game brought to life 
with animated graphics. Fireballs, ladders, 
lifts and rolling barrels provide fun for the 
whole family. Enjoythe collapse of Kong'slair 
when you have finally rescued the damsel in 
the fourth screen. Hall of fame and demo 
mode are included. 

KB/JS 16K/48K £5.95 


GALACTIC ABDUCTORS 

A stunning action packed game with superb 
large animated graphics. Giant Space 
Hawks whirl and weave in intricate patterns 
as they drop their deadly homing mines 
which will destroy your base on contact. 
While you are busy defending yourself the 
Hawks will feed on your helpless population 
returning only their skulls. All M/C game 
complete with high score table that will blow 
your mind with its graphics and sound 
effects. 

K8/JS 16K/48K £5.95 


MISSILE DEFENCE 

Brings the well known arcade game to life on 
the Spectrum screen in glorious colours. 
Oefend your cities from the missile attack 
and smart bombs. 10 skill levels. 

KB/JS 16K/48K £5.95 

SLAP DAB 

An exciting game based on the arcade game 
Painter which combines fast action with 
strategy. Giant insects hiding under the old , 
paint surface are released by your paint 
brush. You require fast action and quick 
thinking to outwit them and finish the panel. 
The game is 100 percent machine code and 
HI RES. Graphics also includes Hi-score and 
running score. 

KB/JS 16K/48K £5.95 


FROGRUN 

Popular arcade game. All machine code with 
brilliant colour graphics and sound effect. 
Features include snakes, crocodiles, lady 
frogs, turtles, cars, lorries and logs. 

KB/JS 16K/48K £5.95 


TINY TOTS SEVEN 

Super games pack for younger children with 
bright colour graphics and sound effects. 
Everybody's favourite Simon plus Super 
Snap O s and X's. Word Jumble. Bomber. 
Duck Shoot and Mad Drivers. 

KB 16K/48K £4.95 









3tHD 7H£ 
LCTJCH 


SLOW 

GOSUB 600 
LET 0=0 

PRINT OT <2,0; 'TRY TO GUESS 
RIGHT LETTER,,." 

LET B = INT <RND*2S>+1 
IF 0=1 THEN LET B*=CHR$ 30 
IF 0=2 THEN LET 0$=CHR$ 39 
IF 0=3 THEN LET fl$=CHRs 40 
IF ft=4 THEN LET R$=CHR4 41 
IF 0=5 THEN LET fl$=CHR$ 42 
IF H =6 THEN LET 0$=CHR$ 43 
IF 0 = 7 THEN LET 0$=CHR$ 4-4- 
IF 0 = 8 THEN LET R$=CHR$ 46 
IF 0=9 THEN LET R$=CHR$ 46 
IF 0 = 10 THEN LET m$=CHR$ 4- 
IF 0 = 11 THEN LET 0$=CHP.$ 4£ 
IF 0 = 12 THEN LET fl$=CHR$ 49 
IF 0 = 13 THEN LET fi$=CHR$ SC" 
IF 0=14 THEN LET R$=CHR$ 51 
IF 0 = 15 THEN LET B*=CHR$ 59 
IF 0=16 THEN LET fl$=CHR$ 53 
IF 0=17 THEN LET fi$=CHR$ 54 
IF 0=18 THEN LET P$=CHR$ 55 
IF 0=19 THEN LET 0$=CHR$ 56 
IF 0=2© THEN LET 0*=CHR$ 57 
IF 0=21 THEN LET 0$=C-HR* 53 
IF 0=22 THEN LET B$=CHR$ 53 
IF 0=23 THEN LET B$=CHR$ 60 
IF 0=24 THEN LET oi=CHR$ 61 
IF 0=25 THEN LET 0*«CHR* 62 
IF 0=26 THEN LET B$=CHR$ 63 
IF INKEY$=R$ THEN GOTO 360 
LET W=U + 1 

IF W = 100 THEN GOTO 520 

GOTO 320 

PRINT 

PRINT "WELL DONE." 

PRINT 

PRINT 

PRINT "THE LETTER WOS: .;ft 


F IND THE LETTER for the 16K 
ZX-81 was written by R Banks of 
Leigh-on-Sea, Essex. You have 15 
seconds in which to find the letter the 
computer has selected. 


410 PRINT 

420 PRINT "YOU WERE LUCKY..." 
430 PRINT "BUT I BET YOU CON, T 
DO IT OGOIN . '* 

440 PRINT OT 1,0; 

45© FOR N=1 TO 200 
460 NEXT N 
470 FOR F = 1 TO 20 
460 PRINT " f| 

490 NEXT F 
50© LET E=1 
510 RUN 30 
520 PRINT 
530 PRINT 

540 PRINT "YOU RON OUT OF TIME, 


550 PRINT 
560 PRINT 


'THE LETTER UOS : 


570 PRINT 

580 PRINT 'TRY OGOIN." 

590 GOTO 440 
500 PRINT 

610 PRINT "DO YOU WONT INSTRUCT 
IONS ?" 

620 IF CODE INKEY$=51 THEN RETU 

RN 

630 IF CODE INKEY$=62 THEN GOTO 
650 

640 GOTO 620 

65© PRINT OT 2,0;" -INSTP 

UCTIONS- 
660 PRINT 

670 PRINT "OLL YOU HOUE TO DO I 
S TO GUESS WHICH LETTER THE COM 
OUTER HOS CHOSEN." 

680 PRINT 

690 PRINT "BUT BE COREFUL ,THERE 
15 H 15 SECOND TIME LIMIT.' 

700 PRINT 

710 PRINT "GOOD LUCK..." 

720 PRINT OT 21,5 "PRESS N/L T 
O PLOY." 

730 IF CODE INKEY $ = 1IS THEN GDI 
O 750 

740 GOTO 730 

750 PRINT OT 0,31; 

760 FOR F=i TO 21 
770 PRINT '; 

780 NEXT F 
790 RETURN 
9998 SOUE "G.T.LH" 

2999 RUN 
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1 DATA 14,17,17, 35,37,42,116, 
63.26, 152,8,8,16,32,132,246,96,1 
58,65,48,f2,?,5,9,3,4,100,161,23 
4,100,4.2,24,32,64,170,65,64,32, 
24,0,0,192,62,61,255,62,32,0,127 
,1,0,1,127-0,0,3,14,255,255,255. 
14,3,0 

2 DATA 240,0,128,126,120,0,24 
0,0,0,0,0,0,130,130,130,186,18b, 
254,124,124,56,56,56.56,106,68,6 
6,68,68,68,68,0,6,34,34,34,34,34 
,34,54,28,26,28,28,62,62,127,93, 
93,65,65,65,65,0,0,0,112,216,124 
,126,255,127,63,255 


Y OU HAVE one minute to catch as 
many types of insects as possible 
with the sticky tongue of your 
frog. The controls are 5 — skip left; 8 — 
skip right; 6 — jump left; 7 — jump 
right; 0 releases the tongue. Press R to 
return to the lily pad for a new game. 

Bugfever was written by Simon Cox 
of Dunstable, Beds. 




0100,BIN 11010100,BIN 11101001,B 
IN 1110601,255 

20 DATA 14,17,17,35,37,42,116, 
63,96,152,8,8,16,32,132,248 
90Q BORDER 5 1 PAPER 8' BRIGHT 1 
■ CLS ■ FUR n-0 TO 10 PRINT AT 
11,0; PAPER 5, , 1 NEXT n - FOR n-11 
TO 21 < PRINT AT n,0; PAPER 1,, 
NEXT n 

901 INK 7- FOR r-0 TO 86 STEP 1 
6 ' FOR 4-0+RND*4 TO 255 STEP 16 
PLOT 4, r-, ORAN 2.2' DRAW 2,-1' 
NEXT 4' NEXT r 

911 LET tiwe-60 LET *core-0 

912 INK 1= PAPER 4' PRINT AT 17 
,3;”<l»P'193’19*sP'193 >" 


914 PRINT AT 19,3;" <i*P 03 2ITs 
P 93 V 

913 INK 0= PAPER 4' PLOT 35,26 

DRAW 170,0 

916 FOR n»45 TO 190 STEP 8 PLO 
T n,26 1 DRAW 6,8' DRAW -8,-8 DR 
AW 8,-8' NEXT n 

917 FOR n-0 TO 255- PLOT INK 4 
jn,6’ DRAW INK 4;0,1NT < RND*8 ) 

NEXT n 

916 RESTORE 10 FUR n-0 TO 15' 
READ a POKE USR " <9a ) "+n,a■ NEX 
T n 

919 PRINT AT 19,1; INK 3; PAPER 

1 ;" <9a 1 9b ;AT 16,3; INK 6; PAP 
ER 1; ,, <9a'9b) *‘;AT 16,26; INK 7; 
PAPER 1;" <9a'9b) ";AT 19,28; INK 


6; PAPER 1; ,, (9a ; 9b> " 

920 RESTORE 20' FUR n-0 Tu 15' 
READ a POKE USR " t9a V +n ,a NEX 
T n 

930 FOR 4-1 TO 0 STEP -.1' PLOT 
INK 6;224,175' DRAW lNK6;3i, 
-4*4,4' NEXT 4 

940 OVER 0’ FOR r-40 TO 200' FO 
R 4-1 TO 4' PLOT INK 3;r+4,16- 
DRAW INK 3;0,12 1 NEXT 4' LET r» 
r+INT <10+RND*20> NEXT r 
1010 PAPER 8 INK 0' REM fro9 

1015 PRINT AT 21,0; PAPER 4,, 

1016 PRINT AT 21.11, INK 7;"8UGF 
EVER" 

1020 LET x-16 LET s-13 

1021 PRINT AT x, v; INK 7;" <94> " 

1025 LET z—10 

1026 GO TO 5360 

5020 FOR n-x-3 TO x-z+'.3 AND *>- 
2b AND z>3> STEP -1 INK 0+C7 AN 
D n>10v BRIGHT 1> PRINT AT n,w, 
"9j ";AT n+l,*;"9k ";AT n+2,'*;"l 
; AT n+3,9/" " • Gb SUB 6050 
5030 NEXT n / 

5035 PRINT AT n+1,*;" ";AT n*2,v 
;" ";AT n+3,*;" " 

5040 FOR P=* TO *+4-<3 AND v>-25 
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+3; INK 2; " ( 9r ) " FUR r=5 TO 1 3 
TEP -1 BEEP .<A,-r NEXT r PR1 
NT AT t/b-1;" "> LET score=se 

or#+*cl 1 CO SUB 5910 
5053 CO SUB 6050 

5060 NEXT P 

5061 LET time«time-(4 ANl> z<>3>- 
(.4/10 AND z-3) 

5065 PRINT AT o,P-l;" 

5070 FOR o-x-z+(3 AND *>-25 AND 
z>3> TO x- INK 0-K 7 AND o>10) P 
RINT AT o-3,v+4;" (9m) ";AT o-2,*+ 
4; " (an) " ;AT o-l , v+TT'k 9o >" ; AT o- 
4,*+4;" " CO SUB 6050 
5060 NEXT n 

5085 PRINT AT n-4,v+4;" "; AT o-3 
/ v+4; " " ; AT o-2> *+4, " " 

3090 LET PRINT AT x,v; IN 

K 7; " c. 94 ) " 

3095 BEEP .01,-20' BEEP .01,-10 

3096 IF v>=*29 THEN LET time-tim 
e-3 1 PRINT AT x,v; INK 1 >" “ = IN 
K ?■ FOR o=l TO 20 BEEP .803,0 

PLOT 236,32' CO SUB 6030 DRAW 
INT c.-10+RND*20>, INT (RND*l5 > n 
EXT o = CO SUB 6050' FOR 4-16 TO 
16' PRINT AT 4,2B; PAPER 1;" 

"« CO SUB 9120' CO SUB 6050' NEX 
T 4 1 LET x-16 LET *-13 
5100 RETURN 

5120 FOR o-x-3 TO x- z STEP -1 I 
NK 0+( 7 AND n>10 > PRINT AT o,*; 
" ( 9 j V * ;AT o+i , "(9k>"/AT n+2 

" <91 ; AT o+3,v;" "> CO SUB 6050 

5130 NEXT o 

5135 PRINT AT o+l,*;" "; AT o+2,* 
" ; AT o+3,*;" " 

5140 FOR P-x TO *-4 STEP -1 
5150 PRINT AT n, P ; " ( 9u. • 9t ■ 9* ) " 
CO SUB 6050' POKE USR "(9 u.)"+4, 
4 

5156 IF 1NKEY*=“0" THEN BEEP .0 
1,0 POKE USR " (9u_>“ +4,255 

5157 IF (SCREEN* (o,P-l><>" "> A 
ND INKEY*-"0" THEN POKE USR "(9 
u >"+4,255 1 FOR r-5 TO 1 STEP -l■ 
“BEEP .01,-r• NEXT r PRINT AT a 


,b-l;" "' LET score-sccre+sc 

1■ GO SUB 5310 
3160 NEXT P 

5161 LET time«time-(4 AND z(>3>- 
(4/10 AND z-3) 

5165 PRINT AT o,P+l;" 

5170 FOR o-x-z TO x- INK 0-K 7 AN 
D o>10 > 1 PRINT AT o-3, *-4; " ( 9m ) " 
; AT o-2,«-4; "(9o)"; AT o-l,x-4;"( 
90 )"; AT o -4^=37" " • CO SUB 6050 
5180 NEXT n 

5185 PRINT AT o-4,*-4;" ";AT n-3 


3195 BEEP .01,-20' BEEP .01,-10 

3196 IF *<-3 THEN LET time-time 
-3' PRINT AT x,*; INK 1"• INK 

7- FOR o»l TU 20= BEEP .003,0 
PLOT 11,32= GO SUB 6O50■ DRAW IN 
T (-10+RND*20>,INT (RND*10>- NEX 
T o= GO SUB 6050= FOR 4-16 TO 18 
• PRINT AT 4,0; PAPER 1;" " G 

0 SUB 9110' GU SUB 6050- NEXT 4 
LET x-16' LET ><-13 
5200 RETURN 

3310 LET a.-1 NT (1+RND*7 > LET bl 
-INT (1+RND*3) 

5320 IF bl-1 THEN LET a*="<9a'9 
b> "■ LET d— 1- LET dl-0 LET fa- 
29' LET scl=l30 

5330 IF bl-2 THEN LET a*=”<;9d'9 
e> ”■ LET d—1 LET dl=0 LET b- 
29= LET sc1-200 

5340 IF bl-3 THEN LET a**” (9c 
9fV LET d-1 LET dl-29 1 LET b= 
0= LET sc1=50 
5350 RETURN 
5360 GO SUB 5310 

6000 GO SUB 6036 

6001 PRINT AT 21,0; INK 7;"TIME 
";INT time AND time>-0;“ ";AT 2l 
,22; INK 7;"SCORE'";score 

6002 IF time<-0 THEN LET time-0 
■ PRINT AT 10,9; INK 7; PAPER 4, 
" GAME-OVER "> GO TO 9O0O 


6005 IF INKEY*-"8" THEN LET z-3 
BEEP .01,8' CO SUB 5016- 
6010 IF INKEY*-"7" THEN LET z-x 
-a-1 BEEP .01,7= CO SUB 5016 
6020 IF INKEY*-"3" AND *>1 THEN 
LET z-3' BEEP '.01,5' GO SUB 512 
0 = 

6030 IF INKEY*-"6" AND *>1 THEN 
LET z-x-a-1* BEEP .01,6' CO SUB 
5120 = 

6035 LET time-time-1/10 

6040 CO TO 6000 

6050 PRINT AT a,b; INK 0;** 

6060 LET b-b+d 1 IF b-dl THEN PR 
INT AT *,b-1;" "* CO SUB 5310 

6065 BEEP .001,b 
6070 RETURN 

9000 IF INKEY*OV" THEN CO TU 
6000 

9015 PRINT AT 1,12;"SCORING";AT 

2 , 12 ;"-" 

9020 PRINT AT 4,3; " (9d'9e) DRAG 

UNFLIES- 200" 

9040 PRINT AT 6,3;" (9a 9b ) BUTT 

ERFLIES-150" 

9070 PRINT AT 8,3; " (9c9f ) FLIE 


9080 FOR o-l TO 30- NEXT o 
9090 IF INKEY*< >"r" THEN CO TO 
9890 

9100 FOR 0-1 TO 10 PRINT AT o,0 
; PAPER 5; INk ?>“ 

NEXT o PRI 

NT AT 21,28; PAPER 4; INK 4;" 

" PRINT AT x,';;" " LET score- 
8 LET z—10 1 LET x=16- LET * = 13 
LET time-61■ PRINT AT x,y, INK 
7; " (94) " CO TO 5360 
9110 INK 7 FOR o-O TO 16 STEP 1 
6- PLOT o,32' DRAW 2,1 DRAW 2,- 
1' NEXT o= PRINT AT 16, 13, »< 94 v 
' RETURN 

9120 INK 7 FOR o=0 TO 16 STEP 1 
6' PLOT o+230,32' DRAW 2,1 DRAW 
2,-1 NEXT O' PRINT AT 16,13; "c 
94)"' RETURN 
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S HEILA BRITTON of Reading, 
Berkshire wrote Jaws for her five- 
year-old daughter. It is for the 
16K ZX81 and is a simple mathematics 
program with a shark chasing a fish at 
the bottom of the screen. If you answer 
correctly the fish will escape. 


10 PRINT AT 3.12;"JAWS" 
lb PRINT AT 4.12;“ 

20 PRINT AT 7.0;"TRY TU HELP T 
HE FISH ESCAPE FROM" 

25 PRINT "THE SHARK BY LETT INC 
THE ANSWERS" 

30 PRINT "RICH!." 

35 PRINT AT 12.0;“AT THE END P 
RESS V AND NEWLINE" 

40 PRINT "TU PLAY THE CAME AGA 
IN. " 

45 PRINT AT lb. 0 )"PRESS ANY KE 
Y TO START." 

50 IF INKEY*-"" THEN GOTO 50 
100 CLS 
105 LET W-0 
110 LET F-0 
120 LET X-0 

130 PRINT AT 20.0;"<9a9d•94■9d 
9a ' 9d 1 9* ' 9d ' 9JL' 9d 9a 9d ' 9* : 9d • 9a 
■9d'9a'9d'9a'9d'9a 9d’9a'9d 9a 9 
d 1 9a 1 9d'9a 1 9d 9a’9d>" 


140 PRINT AT 16.30;"Y" 

150 PRINT AT 17.30;"Y" 

160 PRINT AT 18.28;"Y Y" 

170 PRINT AT 19.28;"Y Y" 

160 GOSUB 600 
190 GOSUB 700 
200 RAND 

210 LET A-1 NT <RND*U> 

220 LET B-INT tRNDTll) 

230 IF X-0 THEN GOTO 800 
235 GOSUB 900 

240 PRINT AT 4.5;"WHAT IS ";A;" 
+ ";B 

250 INPUT ANSWER 
260 PAUSE 40 

270 PRINT TAB 13;A;"+";B;;AN 
SWER 

280 IF ANSWER-A+B THEN GOTO 400 
300 PRINT TAB 13;"WRONG.TRY AGA 
IN. " 

310 FOR Z-15 TU 18 
320 PRINT AT 2.W;" 

330 NEXT 2 
340 LET W-W+6 
350 GOSUB 600 

360 IF F-W+2 THEN GOTO 490 
370 GOTO 235 

400 PRINT TAB 13;"RIGHT.WELL DO 
NE." 

410 PRINT AT 16.F;" 

420 PRINT AT 17.F;" 

430 LET F-F+fc 

440 GOSUB 700 

450 IF F-26 THEN GOTO 540 

460 GOTO 210 

480 PRINT AT 10.0;“SORRY.YOUR F 
ISH HAS BEEN EATEN." 

490 GOTO 550 

540 PRINT AT 10.0;"CLEVER YUU.T 
HE FISH HAS ESCAPED." 

550 PRINT AT 12.0;"DO YOU WANT 
TO PLAY AGAIN7Y OR N" 

560 INPUT R* 

570 IF R*-"Y" THEN GOTO 100 
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MORRIS 
meets the 




AT THIS Vt«y 
MOMENT, 

THOU SAMOS e* 

PI MANIACS 

ALL OVER THE 
WORLD, ARC 

SEEKING the 
realj £6 ooo 

GOLDEN SONOML 

OP P/. THE 

«MAN has 

O ECO ME A 

COLT^ 


so what's AUTOMATA got im 

THE WAY or CLASSIC ENTERTAIN - 
MENT ? HOW ABOUT THE /C 
DIFIAJITIVE version of THATyfS, 

ss® 




cpjpsrK 



jKyJaalM^ 



1 ^ ■• lv Vt/icr ^WH 

$Vj«J 

Wat^I OUT Cod .. 

• CREEPY C^R&asi MONOCVDF^^^Bts^yP^dkliL' 

rag^XVTMfe^l 
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FUCK*... 


HAVINC HICOtK 
A WoftLp-FAi««ou> j 

HOU-iWoop Vr** 


SC HP X UOCJ>-y 
PL-AYERS TO 
MEET THEM / 
TRACK. 

AS *♦€. TOURS 

THE O.S.A-- 

U\BTOOM$ i 

MUSIC ^ LARF5. 


























































timesiwe 


2 LET FED-0 

3 LET 1-0 

4 LET SET-1000 

5 LET IN1T-310U 

6 GOSUB INIT 
14 LET At-"" 

17 CLS 

2(3 LET NO-0 
22 LET ER-0 
04 LET Wfc-0 

26 LET SO-0 

27 LET UP-0 
26 LET DU-0 
30 LET It-"" 

32 FAST 

35 GDSUB SET 
40 CLS 
4b PRINT IC 
50 LET FGUND-0 
52 LET P-0 
60 GOTO 3600 
70 SLOW 
60 GOTO 100 

30 IF fl«-"LOOK" RND NOT FOUND 
THEN PRINT "I CflN""T SEE ANYTHIN 
G SPECIAL" 

100 PRINT "WHAT SHALL I DO 7" 

101 SLOW 

102 INPUT J* 

103 IF Jt-"" THEN GOTO 100 

104 CLS 

106 LET A-RND 

107 IF SET-1240 AND fl>.95 THEN 
PRINT "THE DOG AWOKE AND KILLED 
YOU" 

106 IF SET-1240 AND A>.95 THEN 
GOTO 9000 

109 GOSUB 500 

110 PRINT A*;" "j B* 

111 IF Bf-"" THEN GOTO US 

112 IF Bt<1>•" " THEN LET Bt=B* 
<2 TO ) 

113 IF A*="TAkE" UR A*-"GET" OR 
A*«"PUT" UR A*-"DROP" THEN LET 

&t«bt+" 

114 IF B*-" " THEN GOTO ll£ 

115 IF At-"N” AND NOO0 THEN LE 
T SET-NO 

120 IF A*-"S" AND SOO0 THEN LE 
T SET-SO 

130 IF At-"W" AND WEOO THEN LE 
T SET-WE 

140 IF A*-"E" AND EAO0 THEN LE 
T SET-EA 

150 IF At-"D" AND DO<>0 THEN LE 
T SET-DO 

155 IF At-"N" OR A*="S“ OR A*-" 
W" OR A»-"E" OR At-"D" THEN GOTO 

20 

156 IF At-"U" RND SETO1210 RND 
SETO1240 AND 3ETO14S0 THEN GO 

TO 156 

157 IF At-"U" THEN GOTO 6000 

158 FAST 

160 IF At-"R" THEN GOTO 40 
170 IF A*-"HELP" THEN PRINT "NO 


CHANCE MATE" 

175 IF A*-"HELP" THEN GOTO 100 
180 IF A*-"TAKE" OR A*-"GET" TH 
EN GOTO 2000 

185 IF At-"SAVE" THEN GOTO 9800 
190 IF At-"PUT" OR A*-"DROP" TH 
EN GOTO 4500 

200 IF A*-"OPEN" THEN GOTO 2500 
205 IF A*-"FEED" THEN GOTO 3500 
210 IF A*-"LOOK">- GOTO 60 
215 IF At-"SWIM" THEN GOTO 4000 
225 IF At-"LIGHT" THEN GOTO 750 

0 

230 IF At-"READ" THEN GOTO 6500 
240 IF A*-"UNLOCK" THEN GOTO 30 
00 

250 IF At-"I" THEN GOSUB 5500 
255 IF A*-"I" THEN GOTO 100 
260 IF A*-"INSERT" THEN GOTO 70 
00 

275 IF At-"QUIT" THEN GOTO 9000 
260 IF A*-"SAVE" THEN GOSUB 990 

0 

430 IF LEN At-1 THEN PRINT "I C 
AN" "T " 

491 IF LEN R*-l THEN GOTO 1WO 

498 PRINT "1 CAN" "T ";AS;" %B9 

499 GOTO 100 

500 IF Jt<l>-" " AND LEN Jt>l T 
HEN LET J9=Jt<2 TO > 

501 IF Jt< 1" THEN GOTO 500 

502 LET SP-0 
303 LET A*-"" 

504 LET 6*-"" 

505 FOR N-l TO LEN J* 

507 IF J*<N>-" " RND NOT SP THE 
N LET SP-1 

50B IF JttN;-" " AND NOT SP THE 
N GOTO 520 

510 IF SP-0 THEN LET AS-At+Jt'.N 

) 

515 IF SP>0 THEN LET Bt-89+Jt<N 

> 

520 NEXT N 
530 RETURN 

1000 LET It-"YOU ARE IN A FOREST 
. THERE ARE PATHS LEADING NORTH 
AND SOUTH" 

1010 LET NO-1390 
1015 LET SO-1030 
1020 RETURN 

1030 LET It-"YOU ARE IN A FOREST 
, WITH PATHS LEADING NORTH AND E 
AST AND A CLEARING TO THE WES 
T" 

1035 LET NO-1000 
1040 LET EA-1090 
1045 LET WE-1060 
1050 RETURN 

1060 LET It-"YOU ARE IN A CLEARI 
NG. IN THE CENTRE IS A TIME MA 
CHINE, WHICH LACKS A POWER SOURC 
E. EXIT EAST" 

1070 LET EA-1030 
1080 RETURN 

1090 LET It-"YOU ARE IN A FOREST 



. THERE IS A PATH RUNNING LAST-W 
EST" 

1100 LET WE-1030 
1105 LET EA-1120 
1110 RETURN 

1120 LET It-"YOU ARE IN THE FORE 
ST. THROUGH A GAP TO THE NORTH 
YOU CBN SEE ALAKE. THE PATH RUNS 
EAST-WEST AND THERE IS A CAVE 
TO THE SOUTH" 

1125 LET EA-1300 
1130 LET WE-1090 
1135 LET SU-1150 
1140 RETURN 

1150 LET It-"YOU ARE IN A SMALL 
CAVE. DAYLIGHT IS TU THE 

NORTH. THERE IS A DOOR TU THE WE 
ST AND AN OPENING TO THE SOUT 
H" 

1160 LET SO-11B0 
1165 LET NO-1120 
1170 RETURN 

1180 LET It-“YOU ARE IN A LARGE 
CAVERN. THEREIS A CHEST LYING IN 
ONE CORNER, AND A SKELETON IN A 
NOTHER. THE ONLY EXIT IS TO THE 
NORTH" 

1190 LET NO-1150 
1200 RETURN 

1210 LET It-"I CAN""T SEE A THIN 
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K EITH BEVAN, aged 14, of Ste¬ 
venage, Herts wrote Timeslide, 
a 16K ZX-81 adventure game. 
Your time machine crashes in the dim 
and distant past. To return to your own 
time you must repair your craft. With 
trial and error, make a plan of your 
environment and collect the objects you 
think may be of use. The computer will 
accept direct commands, i.e., verbs fol¬ 
lowed by nouns. These are: 

Take or get Drop or put 

Open Feed 

Look Swim 

Light Read 

Unlock Insert 

Quit 

The abbreviations for directions are 
N,S,E,W, and D for descend and C for 
climb. I will bring up the inventory and 
R repeats the description. Bcvan sold his 
ZX-81 recently, this is his final offering 
before he upgrades to a Spectrum. 


1220 LET UP-1150 
1230 RETURN 

1240 LET I«-"YOU ARE IL A LUNG P 
ASSAGE. YOU CRN HEAR THE SOUND 
OF DRIPPING WATER. TO THE NORTH 
IS A FLIGHT OF STAIRS WITH A LA 
RGE DOG SLEEPING ON THE BOT 

OM STEP" 

1250 LET SU-1210 
1260 RETURN 

1270 LET I*-"YOU ARE ON AN ISLAN 
D IN THE CENTRE OF THE LAKE. 

THERE IS A HOLE IN THE GROUND 
WITH A STAIR-CASE IN IT" 

1280 LET DU-1240 
1290 RETURN 

1300 LET I*-“YOU ARE BESIDE A LA 
KE. THERE IS AN ISLAND IN THE Ml 
DOLE OF THE LAKE. TO THE WEST l 
S THE FOREST AND TO THE NORTH Is 
A ROCKERY" 

1310 LET NO-1330 
1315 LET WE-1120 
1320 RETURN 

1330 LET I*="YOU ARE IN A ROCKER 
Y. THE LAKE IS TO THE WEST, AND 
THERE ARE SOME REEDS TO THE N 
ORTH" 

1340 LET NO-1360 
1345 LET SO-1300 


1350 RETURN 
1360 CLS 

1365 PRINT "I HAVE FALLEN INTO A 
SWAMP. GLUG.GLUG.... GLU 


1370 GOTO 9000 

1390 LET I*-"YOU ARE IN A 3HRUBB 
ERY. THE FOREST IS TO THE SO 
UTH. THE LAKE IS TO THE EAST, AND 
MEADOW IS TO THE NORTH" 

1400 LET NO -1420 
1405 LET SO-1000 
1410 RETURN 

1420 LET I•-"YOU ARE IN A MEADUW 
. THE LRKE ISTO THE SOUTH-EAST. 
TO THE SOUTH IS THE SHRUBBERY AN 
D TO THE EASTIS A TOWER" 

1430 LET EA-1450 
1435 LET SO-1390 
1440 RETURN 

1450 LET l*="YOU ARE AT THE FOOT 
OF A TOWER. THERE IS NO DOOR TO 
BE SEEN. TO THE WEST IS THE MEA 
DOW AND TO THE EAST ARE SOME R 
EEDS." 

1455 LET EA-1360 
1460 LET WE-1420 
1465 LET UP-14B0 
1470 RETURN 

1480 LET I•—"YOU ARE AT THE TOP 
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OF THE TOWER THERE IS NO DOOR UP 
HERE EITHER" 

1490 LET DO*1450 
1500 RETURN 

2000 IF I>»5 THEN PRINT "I CAN"" 
T CARRY ANYMORE" 

2005 IF I>-5 THEN GOTO 100 
2010 IF B*-"" THEN PRINT A*;" UH 
AT ?" 

2013 IF B*-"" THEN INPUT B* 

2015 IF B*-'"' THEN GOTO 100 

2020 LET FUUND-0 

2025 FOR N-l TO 12 

2030 IF I<N>OSET THEN GUTO 2055 

2033 IF W(NX»*U TO 15) THEN 

GOTO 2055 

2035 PRINT "OK..." 

2040 LET FOUND-1 
2045 LET I< N>-0 
2050 LET I-I+l 
2055 NEXT N 

2060 IF FOUND-0 THEN GOTO 499 
2065 GOTO 100 

2500 IF B*="" THEN PRINT "OPEN W 
HAT ?" 

2505 IF 6*-"" THEN INPUT B* 

2510 IF 8*-"" THEN GOTO 2500 

2511 CLS 

2515 IF B*-"DOOR" AND SETO1150 
THEN PRINT "WHAT DOOR" 

2520 IF B*-"DOOR" AND 3ETO1150 
THEN GOTO 499 

2525 IF B*-"DOOR" AND UND-0 THEN 
PRINT "IT""S LOCKED DUMBO.." 
2530 IF B*-"DUOR" AND UND-0 THEN 
GOTO 499 

2535 IF B*-"DOOR" THEN PRINT "TH 
ERE IS A STAIR GOING DOWN." 

2540 IF B*-"DOOR" THEN LET DO-l2 
10 

2545 IF B*-"DOOR" THEN GOTO 100 
2550 IF B*-"CHEST" AND SETOU80 
THEN PRINT "I SEE NO CHEST" 

2555 IF B#-"CHEST" AND SET". >1160 
THEN GOTO 100 

2560 IF B*="CHEST" AND NOT UNC T 
HEN PRINT "IT""S LOCKED" 


2565 IF B*-"CHEST" AND NOT UNC T 
HEN GOTO 100 

2570 IF B*-"CHEST" THEN PRINT "0 
K" 

2575 IF B*-"CHEST" THEN PRINT "T 
HERE IS NOTHING IN THE CHEST" 
2580 IF B*-"CHEST" THE* GOTO 100 
2585 GOTO 499 

3000 IF THEN PRINT "UNLOCK 

3005 IF B*-"" THEN INPUT B* 

3010 IF B*-"" THEN GOTO 3000 

3011 CLS 

3013 IF B*-" " THEN LET BS-BUX 2 
TO ) 

3015 IF B*-“DOOR" AND SETO1150 
THEN PRINT "WHAT DOOR ?" 

3020 IF B*-"DOOR" AND SETO1150 
THEN GOTO 100 

3025 IF. I< 7 )>0 THEN GOTO 499 
3030 IF B*-"DOOR" THEN LET UND-1 
3035 IF UND-1 THEN PRINT “CLICK 

3040 IF UND-1 THEN GOTO 100 
3045 IF B*-"CHEST" AND SETO1160 
THEN PRINT "WHAT CHEST ?" 

3050 IF B*-"CHEST" AND 3ETOU80 
THEN GOTO 100 

3055 IF B*-"CHEST" THEN LET UNC- 
1 

3060 IF B*-"CHEST" THEN PRINT “C 
LUNK" 

3065 IF B*-"CHEST" THEN GOTO 180 
3070 GOTO 499 

3500 IF B*="" THEN PRINT "FEED W 
HAT ?" 

3505 IF B*-"" THEN INPUT b* 

3510 IF 6*-"" THEN GOTO 3500 
3515 IF B*O"D0G" THEN PRINT "DU 
N""T BE SILLY" 

3520 IF B*O"D0G" THEN GOTO 499 
3525 IF SETO1240 THEN PRINT "TH 
ERE IS NO DOG HERE" 

3530 IF SETO1240 THEN GOTO 100 
3535 IF I<12 )>0 THEN PRINT "I HA 
VE NO DOG FOOD" 

3540 IF K12»0 THEN GOTO 100 
3545 LET I-I-l 


3550 LET FED-1 

3555 LET UP-1270 

3560 PRINT "MUNCH. MUNCH" 

3565 LET I<12>-1180 
3570 GOTO 10O 

4000"IF SET-1120 OR SET-1270 OR 
SE-1308 OR SET-1330 OR SET-1390 
OR SET-1420 THEN PRINT "BRR. THE 
WATER IS TO COLD" 

4005 IF SET-1120 OR SET-1270 OR 
SE-1300 OR SET-1330 OR SET-1390 
OR SET-1420 THEN GOTO 100 
4010 PRINT "THERE IS NO WATER HE 
RE" 

4015 GOTO 100 

45O0 IF B *="" THEN PRINT "DROP W 
HAT ?" 

4502 IF 8*="" THEN INPUT BS 

4503 IF B*-"" THEN GOTO 4500 

4505 FOR N-l TO 12 

4507 IF B*<1)-" " THEN LET B*-&* 
<2 TO ) 

4506 IF B*<1>-" " THEN GOTO 4507 
4510 IF IC N X >0 THEN GOTO 4545 
4520 IF 0*<NX>B*'. 1 TO 15) THEN 
GUTO 4545 

4530 LET I<N)-SET 
4532 LET FOUND-1 
4535 PRINT "OK..." 

4540 LET 1=1-1 

4545 NEXT N 

4555 GOTO 100 

5500 LET FUUND-Q 

5505 FOR N-l TO 12 

5510 IF I< NX >0 THEN GOTO 5530 

5515 IF NOT FOUND THEN PRINT "I 

HAVE THE FOLLOWING.." 

5520 PRINT TAB 10;" A ";0*<N> 
5525 LET FOUND-1 
5530 NEXT N 
5555 RETURN 

6000 IF SET-1240 THEN GUTO 6100 
6002 IF SET-1210 THEN LET SET-UP 
6005 IF SETO1450 THEN LET SET-U 


36 


SINCLAIR PROGRAMS February 1984 






IS NO WRY UP" 

6030 IF I(3»0 THEN GOTO 100 
6040 IF UP>0 THEN LET SET-UP 
6050 IF SET-UP THEN GOTO 30 
6060 PRINT "I CRN""T GO UP" 

6070 GOTO 100 

6100 IF FED-0 THEN PRINT "THERE" 
"S fl DOG IN THE WRY" 

6110 IF FED-0 THEN GOTO 100 
6120 LET SET-1270 
6130 GOTO 20 

6500 IF B*-'"" THEN PRINT A*; " W 
HAT ?» 

6510 IF B*-"" THEN INPUT B* 

6520 IF &•-"" THEN GOTO 6500 
6530 IF B*<>"MANUSCRIPT" THEN GO 
TO 499 

6540 IF 1(10)0 AND SETO1480 TH 
EN PRINT "I DO NOT HAVE “;B* 

6550 IF I<11>>0 AND SETO14B0 TH 
EN GOTO 100 
6555 CLS 

6560 PRINT "THE MANUSCRIPT SAYS' 


SLAND " 

6570 GOTO 100 

7000 IF SETO1060 OR I<9> THEN G 
OTO 499 

7010 PRINT "YOU HAVE SUClESFULLY 
COMPLETED THE ADVENTURE." 

7015 PRINT 

7020 PRINT "YOUR TIME SHIP TAKES 
OF FOR YOUR OWN TIME." 

7025 PRINT AT 14,12; > " 

7026 PRINT AT 16,12; " (6*isP > " 

7027 PRINT AT 15,12;" <i»P> ";TAB 
17; " <isP > " 

7030 LET Z-INT ( RNDT250)+1995 
7040 FOR A-2003 TO 1983 STEP -1 
7050 PRINT AT 15,i3;A 


7060 NEXT A 
7070 PRINT 
7100 GOTO 900O 

7500 IF 8*-"" THEN PRINT "LIGHT 
WHAT ?" 

7510 IF THEN INPUT B* 

7520 IF 6*="" THEN LUTO 7500 
7530 IF K8)>0 THEN GOTO 499 
7540 IF SET-1210 THEN LET NO-124 
0 

7550 IF NO>0 THEN PRINT "YOU ARE 
IN A SMALL ROOM. THERE IS A ST 
AIR CASE TO THE EAST AND A DAMP 
PASSAGE TO THE NORTH." 

7560 IF N0< >0 THEN GOTO 100 
7570 PRINT "THAT DIDN""T DO MUCH 
GOOD" 

7560 GOTO 100 
8000 CLS 

8010 PRINT TIME 

SWITCH —— 


I DIM 0*< 12,15> 

I FOR N-l TO 12 
I LET X-INT <RND#15> 

> LET I< N )-(X*30>+1000 
’ IF I<N>=1360 THEN GOTO 9140 
i~lF I<N)>1200 AND I(NX 1271 
i GOTO 9140 
) NEXT N 
) LET I<9)-1270 
» LET I< 7 >-1480 
3 LET 1(11 >1480 
1 LET 1(3>-1060 
i LET 0*< 1 :>-"ROPE" 

I LET 0*< 2 >*"ROCK" 

3 LET 0*< 3 >»"LADDER" 
i LET 0«K4>-"G0LD RING" 

3 LET 0*(5>«"GUN" 

3 LET 0« 6 )-"13 AMP PLUG" 

3 LET 0*< 7 >="GOLDEN KEY" 

3 LET 0*(8 >*"TORCH" 

3 LET 0*(9>-"BATTERY" 

3 LET 0*(10 >-"LOC" 

3 LET 0*(11>-"MANUSCRIPT" 

3 LET 0*(12>="MARROW-BONE" 

3 SLOW 
5 LET UND-0 
5 LET UNC-0 
3 GOTO 8000 
3 RETURN 
3 FOR N=1 TO 12 
5 LET P-P+l 

3 IF XN>«SET THEN GOTO 9t>30 
i IF P-12 THEN GOTO 90 
3 GOTO 9650 

3 IF NOT FOUND THLN TRINT ", I 

■4 SEE A_" 

3 PRINT 0*(N> 

3 NEXT N 
3 GUTO 100 
3 SAVE "Ts" 

3 GOTO i 









ld$t J If you only buy ONE 
«nf| lied computing book 

THKIS 
THE 

CLASSIC! 


t4S‘2>" e 


THEGOOD 
COMPUTING 
BOOK FOR 


An entertaining, but thorough reference source 
with the most readable, comprehensive glossary 
you’ll find anywhere. The Good Computing Book 
Beginners is an essential A-Z of all the facts you 
need to know about computing — and none you 

don’t! 


✓hether you’re brand new to computing, or an old 
hand keen to stay ahead, you’ll score by keeping this 
classic, top-selling book within reach to use again and 

again. 


The author, Dennis Jarrett, is a successful journalist 
who was also founder editor of Which Computer? 
magazine — so his first edition quickly became a 
standard work. Now this new, substantially 
enlarged and revised edition covers the latest 
trends, terms and technology with the relevant facts 
— and ONLY the relevant facts — in plain English. 


Here’s another fact you’ll find fascinating: it will only 

cost you £2.95! 


Use the coupon below to get your copy right away 
— or buy it soon from your bookshop. It’s the one 
book you’ll turn to again and again. 







VENUSIAN INVASION 


I: GO SUB 5U0O GU SUB 6O0U Q 
0 SUB 7BO0 RLM initiali*e,UDG* 
/ instruction* 

10 BORDER 1 PAPER 1 INK 2 = L 
Lb PRINT AT i8-k, 0; "< 31*193 > M 
20 IF s*>*2 THLN PRINT AT 19- 
k,0, "'.31*122 •" 

30 IF ss>=3 THEN PRINT AT 20- 
k,0; ”<31*193>" 

40 IF *s>»4 THEN PRINT AT 21- 

k,0; 31*193 

41 INK 6 

4b PRINI AT 4,6; FLASH 1; INK 
3; PAPER 7 ," VENU21AHS ASSEMBLING 

bo LET a=l8-k-l 1 DIM a<32> 

53 TOR f=l TO 28 
bb LET aa=iNT <. RND*32 > 

60 FOR 9=1 TU 32 = IF **"*<.9) 1 
HEN LO TO bb 
70 NEXT 9 

80 PRINT AT *x,aa; "<9*)" 

100 LET aCO-aa 
10b NEXT f 

110 LET j=28 FUR 9=0 TO 31 
120 IF SCREEN* =.sx,9>=" " THEN 
PRINT AT sx,9;"' 9*:<" LET a< a 
=9 : LET j-j+1 IF j=33 THEN LO 
TO 140 
130 NEXT 9 
140 PRINT AT 4,6;" 

200 FUR f=l TO 3 1 FOR 9»b0 TO - 
10 STEP -1 DEEP .00b,9’ NEX1 9 
NEXT f 
210 LET f-1 

220 IF h*c>93y9 THEN LET hsc=0 
230 PRINT AT 21,23;"HIGH ";h*c 


bl0 LET x=sx 1 LET *=aCf> = LEI f 
*f+l = IF f=33 THEN LO SUB 2000' 
LU TO 10 : REM all dropped 
b20 PRINT AT x-1,*;" ";AT x,*; 
BRIGHT 1;"<9a>"> LET x=x+l 
b2b BEEP 0.01,-x+lO 
b30 IF x=a+l THEN PRINT AT x-1 
BRIGHT 1; "c.9a>" ! LET v«v+l > 
GO TO blO 

b3l PRINT AT 21,0;" VENU2IANS ", 

532 PRINI AT 21,13;"SCORE-";sc 

533 IF v=3 1 HEN LEI v=0 = PRINT 
AT 5,1;"THREE LANDED...ONE SH1E 

LD LESS!"' FOR h=l TO 30’ BEEP 0 
. 1,h NEXT h PRINT AT a+s,0;" 

AT a.0;" 

";AT b,l;" 

" LET s=*-l 

534 IF s=0 THEN LET s=4 GO TO 
4000 

538 PRINT AT a,b;" " 
b40 IF INKEY*="o" UR 1NKEY*="U" 
THEN LET b*b-' b<>0>- LLT bl = l = 
IF SCREEN* U,bX>" " THEN LET 
v=v-l LET sr=sc+10 
550 IF 1NKEY*="P" OR INKEY*="P“ 
THEN LET b=b+'.b<>31 ■ LET hl=2 
IF SCREEN* <a,b)<>" " THEN LE 
T v=v-l LET *c=sc+10* 

560 PRINT INK 7; BRIGHT 1;AT a 
,b,b*< bl> 

600 GO TO 520 

2010 PRINT AT 7,7;"NEXT LEVEL... 
" = LET sc-sc+100' FUR f=l Tu 302 
NEXT f PRINT AT 17,0;" 

" ' LET 


v»0 LET *=s-l' LET 1=1-1 
2020 LET **=**-1 IF **-0 THEN 
BEEP 1,2' LET *x-sx+2= LET *»«4 
2030 LET *=** 

2040 RETURN 
4010 BEEP 1,1 

4020 PRINT AT 10,11;"GAME UVER"• 
FUR 9=1 TU 5' FOR f-0 TO 10= BE 
LP .02, f' NEXT f NEXT 9' IF *c< 
hsc THEN GO TO 450O 

4100 paper j = border 3> ink 6' c 

LS ' INVERSE 1' PRINT AT 5,1;"Y0 
U HAVE THE NEW HIGH SCORE OF";AT 
7,15;sc INVERSE 0- LET hac=sc 
FUR f *1 TO 3 FOR 9—20 TO 20' 
BEEP 0.01,9= NEXT 9= NEXT f 
4500 PAPER 2= BORDER 2= INK 6= C 
LS = PRINT AT 10,10;"ANUTHER Gu? 

4510 IF lNKEYS="v" UR 1NKEY*="Y" 
THEN GO SUE! 7000= LET sc=U = LE 
T 1=1 LET a-17 LET b=16 LET v 
*0 LET s=4 = LET ss=4= LET sx=0- 
GU TU 10 

4520 IF INKEY*="n" UR INKEY*="N" 
THEN STOP 
4530 GO TO 4510 

5000 LET 1=1= LET a=l7= LET b=16 
LET v=0= LET s=4 LET ss=4 LE 
T *x=0 LET hsc=0 LET *c=0 LET 
b*="<9c’9d 1 LET bl*l 
5010 RETURN 

6010 FOR f=USR "a" TO USR "d"+7= 
READ xx POKE f,xx= NEXT f= RET 
URN 

6020 DATA 65,65,S3,127,73,9l,127 
,28 

6030 DATA 28,127,73,109,127,yy,6 
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y000 CLEAR 28500= PUR yi=285 

GO TO 

28527 = REAL 1 v = PUKE n, v = N 

EXT r. 

RANDOMIZE USR 2850O 


3010 DATA 38.2,1.25,1,22.0, 

122,2 

11,254,20,124,186,32,248,11 

,62,0 

,184,32,240,36,62,210,188,3 

2,231 

,201 


3820 BORDER 7 



SOUND 

EFFECT 

S OUND EFFECT is a useful rou¬ 
tine, written for the Spectrum by 
Paul Scott, aged 15, of Wimborne, 
Dorset. When you have typed the rou¬ 
tine into the computer you can recall in 
using RANDOMIZE USR 28500. The 
routine, which is suitable for inclusion 
in a larger program, produces a whiz¬ 
zing sound and a striped border which 
flickers about very quickly. 
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I 


C ATCH the fleeing inhabitants of 
a blazing tower block and direct 
them towards the ambulance. 
Fire was written for the 16K ZX-81 by 
C Robson of Cowley, Middlesex. 




195 FOR C-l TO 4 
200 PRINT RT 16,PX;"<isP 9e 2*9 
t Qr< IsP>" 

210 LET B< C >*8< 0+1 
220 LET K*-INKEY* 

225 LET PX-PX+< 1 AND K*-'8" RND 
PX<19>-<1 RND K*-"5" AND PX>6> 
230 IF S<C>— 1 THEN GOTO 400 
240 LET BY-R< B< C ) ) 

250~LET BX-S< L )+B< C > 

260 PRINT RT BY,BX; "< 1* >" 

270 PRINT RT U< C >, BX-1; "< isP >" 

275 LET UCD-BY 

276 PRINT RT 16,PX;"<isP 9e 2*9 
6 : 9r - isP >" 

277 LET K*-INKEY* 

276 LET PX-PX+<1 RNO K*-"8" AND 
PX< 19 >-< 1 RNO K*-"S" RND PX>6> 
280 IF BY*15 THEN GOTO 500 
290 IF B<C>-20 THEN GOTO 600 
300 GOTO 1000 

400 IF RNO<*.9-SCORE*.05 THEN G 
OTO 1000 

410 LET S<C)-INT < RND*5+5) 

420 LET B< C >-0 

430 PRINT RT 4,6;"helP";RT 4,6; 
"< 4*1SP >" 

440 GOTO 1000 

500 IF BX-PX+2 OR BX-PX+3 THEN 
GOTO 1000 

510 PRINT RT 15,BX;"ouch";RT 15 


1 FAST 

2 RRND 

10 LET R**"0505060709121512100 
910121510091011121314“ 

15 LET FIR3T-1 
20 DIM R< 20) 

30 FOR C-l TO 20 
40 LET RlD-VRL fl*<2*C-l TO 2* 
C> 

50 NEXT C 
60 DIM S< 4 ) 

65 DIM 0< 4 > 

70 DIM B< 4 > 

80 LET SCORE-0 
90 LET DERD-0 
100 FOR C-l TO 4 
110 LET S<C>—1 
112 LET OCO-0 
115 LET BCO-0 

117 NEXT C 

118 LET S<1> I NT <RND*S+5> 

120 FOR C-0 TO 21 

130 PRINT RT C,0;"< 30*isP>" 

140 NEXT C 

150 FOR C-5 TO 19 STEP 2 
160 PRINT RT C, 1; " <96- 96 > ";R 
T C+l,1;" <97 97) “ 

170 NEXT C 

180 PRINT RT 16,25;" <94> M ;RT 

17,25;" < 92 ! 9e’ 97•)";RT 18,25; 
" ";RT 19,25 ;"<isp’!*■ isP'i* 


550 PRINT RT 10,10;"GRME<isP)0V 
ER";RT 12,10;"SCORECisP)-<isP >"; 
SCORE 

560 COSUB 2040 
570 GOTO 80 

600 PRINT RT 14,25;"<5*isP)" 

620 LET SCORE-SCORE+1 
800 LET SCO—1 
810 LET O<C)-0 
820 LET 8< C >-0 
1000 NEXT C 
1010 GOTO 195 
2000 LET FIRST-0 

2010 PRINT RT 4,10;"< 3*1*'isP'Fi 
re■isP : 3*i*)" 

2020 PRINT RT 6,6; "use the cu.rso 
r ke«s 5^-8";RT 7,6; "to mov/e the 
sheet i< 9e 2*96 9r-i>" 

2030 PRINT RT 9,6;"and 9et the P 
2030 PRINT RT 9,6;"end 9et the P 
eoPle";RT 10,6;"safel* to the am 
balance" 

2640 PRINT RT 14,6;"Press ana ke 
a to start" 

2050 IF INKEY*-"" THEN GOTO 2050 
2060 IF INKEY*< >"" THEN GOTO 206 


2070 FOR 0-4 TO 14 

2060 PRINT RT 0,6;' 

2096 NEXT 0 

3006 RETURN 

5000 CLEAR 

5018 SAVE "FIRe" 

5020 RUN 


190 LET PX-7 

191 SLOW 

192 IF FIRST-1 THEN GOSUB 2000 


520 LET DERO-DERD+l 

530 PRINT RT 1,DEAD;"<l*>" 

540 IF DERD<4 THEN GOTO 800 
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The Currah 
Microspeech 

from 


BRINGS A NEW 
DIMENSION 
TO YOUR 
SPECTRUM 
COMPUTER! 

Now all the excitement of arcade 
game sound can be yours, thanks to 
the incredible Currah Microspeech. 

This simple unit links your Sinclair 
ZX Spectrum computer to your 
TV loudspeaker and brings you top 
quality sound and adjustable volume — 
bringing your games to life and adding 
a new dimension of enjoyment. 

The Currah Microspeech can also give 
your computer the power of speech! 

You can input unlimited vocabulary, 
enabling the unit to say anything — and 
even the function keys can be voiced; 
press ‘enter’, for instance, and your 
system will speak the word... 

The remarkable Currah 
Microspeech is fully compatible 
with Sinclair ZX Microdrive 
and Interface 1, and major 
software back-up is already 
appearing, with speech-incorporating 
programmes being produced by leading UK software houses. Each unit comes complete 
with a free cassette featuring both a game and a helpful demonstration programme. 

The Currah Microspeech — available now at Comet. 

• For your nearest Comet branch consult your local Telephone Directory, 
or ring Teledata 01-200 0200 



COMET 
PRICE 

£ 29.90 inc.VAT 
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PLANE SAILING 



AIRLINE A wing and a prayer will 
not be enough lo turn your £3 
mdkon to £30 m*on in the time 


allowed, but your financial wizardry 
w* enable you to lake over British 
Airways, or will it? Runs on 2X81 
16K £5 and Spectrum I6K/48K 

- £6 




SMUGGLER As master of a 19th 
century vessel you plough between 
England and the continent visiting 
ports to buy and sell your cargo, 
but beware the customs men, 
pirates and gale force winds can a* 
run you aground Runs on 
Spectrum 48K — £6 



petro dollars to lake over the Euing 
empire. Cut throat business and an 
eye for the man chance may get 
you there but you'll need nerves ot 
steel to become the oil king of 
Dallas Runs on ZX81 16K - £5 
and Spectrum 16K/48K — £6. 



PLUNDER Can you singe the King 
ol Spain's beard Engage the 
Spanrsh ships on the high seas 
survive their broadsides and 
plunder the gold destined lor the 
Armada and you might get your 
Knighthood betore Francis Drako 
Runs on Spectrum 48K — £6, 



GANGSTER Are you cold nearted 
and caRous enough to warrant the 
title of Don. You need to be if you 
are to rise to the top of the pile A 
quick trigger finger and an even 
quicker brain are needed to control 
the mobs and thetr rackets Runs 
on Spectrum 48K - £6 



ABYSS Can you loumey across the 
long-forgotten Abyss and outwit the 
evil monsters that kirk m the shadows 
awaking the lootiardy and careless 
adventurer There are many bridges 
and many monsters. Wi you be the 
one to make the Abyss sale to cross 
again Runs on Spedrun 48K - ES 



sent its electronic monsters to harry 
you through thrs three dimensional 
maze ot circuitry, it any of them 
catch you Runs on Spectrum 
48K £5 



Available from W H Smith, Boots, Rumbelows and all good computer shops or 
Cases Computer Simulations Ltd., 14 Langton Way, London SE3 7TL. 



Strategy Games. They’re no pushover 


SINCLAIR PROGRAMS February 1984 


43 





















I N Noughts and Crosses for the 
16K ZX-81 by Andrew Moore of 
Hoyland, Barnsley, you can either 
play the computer or a friend. The 
computer will keep track of each per¬ 
son’s move and will check for invalid 
moves. Input the move as the number, 
then the letter, e.g., 1A. 


10 PRINT AT 0*6; "NOUGHTS AND 0 
ROSSES "; AT 1*6;"', 10*97 >" 

20 PRINT RT 8* 7; "HON MANY PLFIY 
ERS?";RT 10*12;"<l OR 2>" 

SO IF INKl£Y*<>"2" RND INKEY*<> 
"1" THEN OOTO 30 

40 LET P=VRL INKEY$ 

45 DIM S<3> 

50 LET S', 1 >“0 
55 LET S< 2 >=0 
60 DIM B$'.3*9> 

65 LET S', 3 >*0 
7G IF P=2 THEN GOTO 120 
80 PRINT RT 8*7;"WHAT IS YOUR 
NAME?"*AT 10*12*" 

50 INPUT B*<1> 

100 LET B*K2>=" ZX-81 " 

110 GOTO 160 

120 PRINT RT 8*4;"WHRT IS PLRYE 
R l""S NRME?"* RT 10*12;" 

130 INPUT BSK 1> 

140 PRINT RT 8*19;"2" 

150 INPUT U$<2> 

160 PRINT RT 8*4;" 

";RT 3*0;"PLAYER 1";R 
T 3*23;"PLAYER 2" 

170 PRINT RT 5*0;B$<1>;AT 5*23; 
&*'! 2 > 

175 LET PG=1 


180 LET G=1 
185 LET 0=0 

190 PRINT RT 7*10;"< 4*sp : isP : 3* 
sP 1 isP >" * "< 10*SP ! 1 : 3*BP : IBP : 3*sP 
» IBP >" * "< l4*SP ! IBP ; 3*SP ; IBP >" * "(. 
li*BP : ll*i bP>"*"< 14*sP : IBP : 3*sP• 
IBP >"*"<10*BP ! 2 : 3*sP : ISP *3*sP : is 
P >"*"<14*sP : isP ; 3*sP*isP >"*"<11* 
sp 1 11*isP>"*"<14 *sP* isP 5 3*sP•isP 
: sP>"*"<10*SP : 3 : 4*sP : ISP : 3*sP : is 
p >"*"<14*sP : isP : 3*sP»isP >" 

195 PRINT RT 10* 12; "Fl B 0" 
200 DIM R$', 3 * 3 > 

205 LET G-PG 
210 IF 0=9 THEN GOTO 850 
215 PRINT FIT 4*0;"'. 30*sP >" ; RT 
* 0; " < 29*sP > " ; RT 4 * ( G-1 >*23; "'. 8* 
s >"; RT 2* <G-l>*23;"<8*9d >" 

220 LET 0=0+1 

225 LET "0" RND G=1>+<"X" R 
ND 0=2> 

230 IF G*2 RND P=1 THEN GOTO 60 

0 

240 INPUT M$ 

245 lF LEN MSK >2 THEN GOTO 500 
250 IF VRL M$<1>>3 OR VRL M5K 1> 
<1 OR M$<2><>"R" RND MSX2X>"B" 
AND M8K 2 X>"C" THEN GOTO 500 
260 LET fl=VRL M$<1> 

270 LET B*GODE M*<2>-37 
280 IF R5K R* B >< >" " THEN GOTO 5 
00 
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290 PRINT AT CA*4>+4,<B*4>+8 i 2* 
300 LET AXA,B>-2* 

310 IF A*<1>=2*+2*+2* UR A*<2>= 
2*+2*+23i UR A$< 3 >«Z*+Z®+2* UR A* 
<1,1 >2* AND AX2,2>-2* AND AIK 3 
, 3 >Z* UR AIK 1,3>2* AND AIK 2,2 > 
«2* AND A*<3,l>2li THEN GUTU 100 
0 

320 IF A$<1,1>=2$ AND A*<2,1>=2 
% AND AIK3,1 >-2# UR AIK 1,2 >2* A 
ND A*<2,2>»2$ AND A*<3,2>-2* OR 
A*<1,3>«2* AND A®< 2,3 >*2H AND A* 
<3, 3 >2* THEN GOTO 1000 
330 LET G*G+1 
340 IF G-3 THEN LET G-l 
350 GOTO 210 
490 STOP 

506 PRINT AT 20,4;"INVALID MUVE 
,TRY AGAIN." 

510 FOR F*0 TO 20 

520 NEXT F 

530 PRINT AT 20,4;" 

540 GOTO 240 
600 LET B«0 

605 IF C<-3 THEN GOTO 77G 
610 LET FX="X" 

620 FOR ft*l TO 2 
630 LET B-<1 AND AIKA "+F*+F 
*>+<2 AND AIKA>-F*+" "+F*>+<3 AN 
D A*<A>«F*+Fli+" " > 

640 IF B>0 THEN GOTO 296 
658 NEXT A 
660 LET A=0 
670 FOR B-l TO 3 
680 LET A»<1 AND A*<1,B>-" " AN 
D A$<2,B>*F* AND ASK 3,B >-F*>+<2 
AND ASK1,B>-F* AND A*<2,B>-“ " A 
ND fl*<3,B)"FI)+<3 AND ASK1,B>-F* 
AND AIK2,B>F* AND RSK3,B>-" "> 
690 IF A>0 THEN GOTO 290 
700 NEXT B 
705 LET M**"" 

710 LET M*»<"1A" AND AIK 1,0-" 

" AND A*<2,2>«FH AND ASK 3,3 >=F* > 



+<"2B" AND A*<l,l>-F$ AND A*<2,2 
•)»" •• AND ASK3,3:«-FSO+< "3C" AND 
A*<i,l>-F* AND AX2,2>-F* AND A$ 
<3,3 >*" ") 

715 IF MHO"" THEN GOTO 260 
720 LET M*»<"1C" AND ASK1,3>" 

" AND AX 2,2 >*F* AND AX 3,1 >=F$ ) 
+<"26" AND AX 1,3 >»F$ AND AX. 2,2 
>■" " AND AX3,1 >«F*H< "3A" AND 
AIK 1,3 >*F$ AND R*(2,2)«F$ AND A* 
< 3, O-" " ) 

730 IF M*<>"" THEN GOTO 260 
740 IF F*«"0" THEN GOTO 770 
750 LET F$="0" 

760 GOTO 620 
770 LET A«INT <RND*3>+1 
775 LET B-INT <RND*3H1 
700 IF RXA,B><>" " THEN GOTO 7 
70 

785 IF C*2 AND AX2,2>«" " THEN 

GOTO 800 

790 GOTO 290 

80S LET A«2 

810 LET B“2 

820 GOTO 290 

860 LET G-3 

870 LET BXG NOBODY" 

1000 FOR F*0 TO 20 
1010 NEXT F 
1015 FDR F“7 TO 18 
1020 PRINT AT F,10;" 

1025 NEXT F 

1030 PRINT AT 9*Qi************** 
***";AT 10,8;"*";BX G >;" WINS*"; 
AT 11,8;"****************" 

1035 LET S< G >«S< G >+l 

1037 LET G=2 

1050 FOR F-l TO C 

1060 LET G=G+1 

1065 IF G-3 THEN LET G-l 

1070 NEXT F 

1080 PRINT AT 7,0;"< 2*lsP'95 >";S 
<1>;"<97•7*lsP ! 95 : SCORE ; 97 ! 8*isP 
) "; 3< 2 >;"< 97■2*isP>" 

1090 FOR F=6 TO 4L4 

1095 PRINT AT 13,ID;"Press am* k 

ey";AT 13,ID;" 

1100 IF 1NKEYH-"" THEN NEXT F 

1105 FOR F-9 TO 11 

1106 PRINT AT F,8;" 

1108 NEXT F 

1110 PRINT AT 7,0;" 

1120 IF XO«9 OR S<2>-3 THEN ST 
OP 

1130 LET PG-PG+1 

1140 IF PG-3 THEN LEI POl 

1500 GOTO 185 

2990 STOP 

300O SAVE "NRc" 

3010 RUN 
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Send to: TIMEX SINCLAIR USER, ECC Publications Ltd., 
196-200 Balls Pond Rd, London N1 4AQ 
Yes, I want to subscribe to TIMEX SINCLAIR USER at the 
special U.K. rate of £20 for 12 issues delivered to my door. 
Name _ 


Address 


I enclose a cheque/P.O. for £_ 


Please charge my credit card 
Card Name_ C 


Signature. 






















2 CUB 

3 LET HI*0 
5 LET 2*0 

7 LET SCORE*0 

10 PRINT "HELLO.ANYONE THERE?" 

11 PAUSE 200 

12 PRINT "WELL PRESS SOMETHING 
THEN" 

13 PRINT 

14 IF INKEY**"" THEN GOTO 13 
20 PRINT "A RANDOM NUMBER WILL 

APPEAR ON THE SCREEN FOR A SET 
TIME.YOU HAVE TO TYPE IT BACK 

25 PRINT "SELECT LEVEL 1< HARD > 
OR LEVEL 2 <VERY HARD" 

30 PRINT 

40 PRINT "SELECT LEVEL KHARD 
OR 2<SUICIDE" 


50 INPUT A* 

60 IF A*="1" THEN LET TIME-6.7 
5 

70 IF A**"2" THEN LET TIME*2.7 
5 

80 LET X*INT <RND*999)+1 

90 LET C*lNT <IRND*28> 

100 LET D*INT < RNDfclQ > 

110 CLS 

130 PRINT AT D.C;X 
140 PAUSE TIME 
150 CLS 
160 INPUT B 

170 IF X*B THEN PRINT AT 0.0;"c 
orrecfc" 

175 IF X*B THEN LET SCURE*SCURE 
+ 1 

180 IF BOX THEN PRINT AT 0.0;" 
wrori9 " 

184 PAUSE 4E4 
190 CLS 



LET 2*2+1 

IF 2<10 THEN GOTO 220 
PRINT AT 0.0;"score*" 

PRINT AT 0.7;SCORE 
IF SCQREOHI THEN GOTO 2lB 
LET HI“SCORE 

PRINT "YOU HAVE ACHIEVED TH 
-SCORE.ENTER YOUR NAME" 

INPUT H* 

PRINT AT 13.8;"hi*" 

PRINT AT 13.13;HI;" BY ";H* 
PAUSE 4E4 
GOTO 0 
GOTO 80 

SAVE "NUMBER FLASH" 

RUN 


R WILLIAMSON aged 11, of 
Hucknall, Notts, wrote Number 
Flash for the 16K ZX-81. Set 
your level at difficult, or suicidal, then 
enter the number flashed before your 
eyes. 
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TO: ALL MAIL ORDERS 


SO FAR YOU HAVE RACED FOR 
YOUR LIFE AGAINST ANDROID 
CARS : YOU HAVE BEEN STRANDED 
MILES UNDERGROUND SEARCHING 


3 A mm 


Dereenvi 


FOR DIAMONDS, YOU HAVE TAKEN 
ON THE MAFIA SINGLE HANDED 
AND SAVED A PLANET FROM 
EXTINCTION. 

.NOW IN OUR LATEST GAME 

YOU ARE A BURGLAR IN SEARCH 
OF LOOT — IN HOT PURSUIT ARE 
THE MOST FEARFUL SECURITY 
FORCE EVER ASSEMBLED! 

EVEN IF YOU SURVIVE ALL THIS — 
BEYOND, LIES THE TERROR OF 
THE ZONE'.'. 


All these games are available for ZX 
Spectrum 48K for the incredible price 
of only £5.50 each including P&P VAT 
etc. Just complete the mail order form 
for prompt dispatch by return of post. 

Arcade are committed to original game 
concepts so look out for new titles in the 
Arcade range. TRADE ENQUIRIES 
WELCOME. Phone Orpington 35639 
10 a.m. - 6 p.m. or write to Arcade 
Software Ltd, Technology House, 32 
Chislehurst Road, Orpington, Kent 
BR60DG. 


'I enclose a chequo/poslaJ order payable to ARCADE SOFTWARE LTD. Ic 














































SOFTWARE 


DOOMSDAY 

CASTLE 

is an arcade style game 
with the feel 
of a real adventure 


Doomsday Castle consists of a labyrinth of 76 complexly inter-connected Halls and Passages 
where you will meet a whole host of adversaries serving the infinitely evil Scarthax, the Garthrogs, 
the Orphacs, the phenomenally nasty Googly Bird and the Urks which manifest themselves in over 
fifty unbelievably weird and wonderful guises. 

Scarthax has scoured the Universe to bring together the six ancient stones of lifeforce. United in 
Doomsday Castle they are being used to wield an irresistable power over the cosmos, emanating 
waves of corruption through every galaxy. 

To save the Universe, you must battle your way through the Castle to find and collect the six 



You take on the role of our super hero ZIGGY 
shown here above in his exploratory 
capsule in combat with an Urk disguised as a 
pangalactic gargleblaster (II) This Is a true 
representation of the on-screen graphics. 


stones and use their force against 
Scarthax to destroy Doomsday 
Castle, hopefully escaping 
yourself before the final 
cataclysmic explosion. 

The task is not easy 
(saving the Universe 
never is!) and Tt will 
take youmany games to 
unfold the structure j \ i 
of D<jpmsday Castle and 
discover the locations of the 
ancient stones. The addictive 
arcade style action will keep you 
coming back to play but the 
overall challenge should still 
keep you occupied for months. 


FANTASY SOFTWARE 

is available from 
W.H.SMITHS, JOHN MENZIES, 
LASKYS, GREENS, RUMBELOWS, 
SPECTRUM GROUP, 
COMPUTERS FOR ALL and all other 
good software retailers. 


For 48K 
Spectrum 




is available at £6.50 from 

FANTASY SOFTWARE, FALCONBERG LODGE, 27A ST GEORGES ROAD, CHELTENHAM, GLOS GL50 3DT 
despatched by return first class post together with free membership and current newsletter of the Fantasy Micro Club 
Trade Enquiries welcome - telephone 0242-583661. 



M INER for the I6K ZX-81 
was submitted by Philip 
Turner of Warley, West Mid¬ 
lands. A lift will take you into the mine, 
where you have to search for gold while 
avoiding the hazards. On clearing the 
mine, enter the lift to return to the 
surface, where you will be able to de¬ 
posit your gold in the bank. Use cursor 
keys 5, 6, 7 and 8. 


1 GOTO 1600 
100 POKE MR.. OH 

102 IF 1=1 THEN GOSUB 3300 

103 IF PEEK MR =8 THEN LET DE=1 

104 IF U=1 THEN GOSUB 3200 

105 POKE LX,128 

10© IF DE = 1 THEN GOTO 4000 
110 LET P$=INKEV$ 

12© LET D=(P$ = '’8“) - (P$ = "5") +33* 
( (P$="6") - (P $ = "■?** ) ) 

123 IF D =0 THEN IF PEEK (Mfl+DD) 
=0 THEN LET D = DD 

125 POKE LI..0 

126 IF D < >0 THEN IF DD< >D THEN 

LET DD=D _ 

127 IF PEEK (Mfi+D)=0 THEN LET D 
D=D 

130 IF PEEK (Mfl+D)=0 THEN GOTO 
500 

140 IF PEEK (MR+D)=128 THEN GOT 
O 200 

15© IF PEEK (MR+D)=155 THEN GOT 
O 2000 

160 IF PEEK (Mfl+D)=133 THEN GOT 
O 3000 

170 IF U=1 THEN GOSUB 3260 

180 IF 1=1 THEN GOSUB 3300 

190 GOTO 100 

200 LET MR =MR +D 

205 LET CH =23 

210 POKE MR,CH 

215 POKE MR-D,0 

220 GOTO 100 

450 GOTO 100 

510 LET MA=MA+D 

513 IF D = — 1 THEN IF PEEK (MR-2. 
=136 AND PEEK (MR-1)=136 THEN GO 
TO 700 

515 IF CH = 151 AND RBS D=33 THEN 
LET LI=MA 

517 IF CH = 151 RND LI< > MR THEN L 
ET CH =23 
520 POKE MA..CH 
530 POKE MR-D,0 

540 IF Mfl=LI THEN LET CH=151 

650 GOTO 100 

700 POKE MR + 1,0 

713 IF MR =LI THEN GOTO 515 

715 IF MR =L +662 THEN GOTO 100 

720 POKE MR,23 

730 POKE MR+33,23 

740 LET MR =Mfl +33 

750 POKE MR-33,0 

760 IF MAOL+66P THEN GOTO 720 
765 FOR 0=1 TO 30 
770 POKE MR,131 
780 POKE MR,3 
790 NEXT O 
800 GOTO 4000 
999 STOP 
1000 PRINT - 


1005 PRINT 

10000001 


1010 FOR D = 1 TO 18 

1020 print -m mm 


1045 PRINT RT 1,23;"000100" 

1050 LET L=PEEK 16396+256*PEEK 1 
6397+1 

1060 FOR A=1 TO 40 

1070 LET X = INT (RND+660) +L+66 

1080 IF PEEK X < >128 THEN GOTO 10 

70 

1090 POKE X,155 


1100 NEXT R 
1110 LET LI=L +35 
1120 LET MR=L+45 
1130 LET CH =23 
1140 LET MO =0 
1150 LET Cfl=0 
1160 LET SCO=100 
1170 LET DD =0 
1180 LET U=0 
1190 LET 1=0 

1200 LET U $ ="GOLD ROCK SRND GRS 
WATER" 

1210 LET P=L+33*21-1 

1220 LET DE =0 

1230 LET U=0 

1500 GOTO 100 

2000 LET R=INT (RND*5)+1 

2005 IF R =5 THEN IF 1 = 1 THEN GOT 

O 2000 

2007 LET U=U+1 

2010 POKE MR,0 

2020 LET MR =MR +D 

2030 POKE MR,143 

2040 LET H$=U$(Rt5-4 TO R*5> 

2050 PRINT RT 0,4;H$ 

2060 GOTO (2000+R*100) 

2100 LET GL=INT (RND+20)+10 
2110 PRINT RT 0,8;"-";GL;" NUGGE 
TS" 

2120 LET CA=CA+GL 

2130 LET MO=MO+GL*(INT (RND*5)+3 
) 

2140 FOR 0=1 TO 30 
2150 POKE MR,136 
2160 POKE MR,CH 
2170 NEXT O 
2180 PRINT RT 0,4;" 

£190 GOTO 100 _ 

£200 PRINT RT 0,3; 8^39"; 

£202 PRINT "YOU USE DRILL" 

£204 PRINT RT 1,6;"LOSE MONEY" 

2210 FOR 0=1 TO 30 

222© POKE MR,6 

2230 POKE MR,134 

2240 NEXT O 

2270 LET SCO =SCO —25 

2285 PRINT RT 0,3;" 

";RT 1,6," 

2230 GOTO 3010 

2300 PRINT RT 1,3;"RISK OF LOSIN 
G GOLD" 

2320 LET CA=INT (CR+.4+.5) 

2330 LET MO=INT (MO+.6+.5) 

2340 FOR 0=1 TO 30 

2350 POKE MR,INT (RND*10) 

2360 NEXT O 

237© PRINT RT 1,3;" 

";RT 0,4;" 

2380 GOTO 100 
24O0 LET GR=MA 
2410 LET U=1 
2420 FOR 0=1 TO 30 
2430 POKE MR,9 
2440 POKE MR,137 
2450 NEXT O 
2460 PRINT RT 0,4;" 

2470 GOTO 100 

2500 PRINT RT 0,4;"FLOODING" 

2510 FOR 0=1 TO 30 
2520 POKE MR,48 
2530 POKE MR,0 
2540 NEXT O 
2550 LET 1=1 
2560 PRINT RT 0,4;" 

2570 GOTO 100 

3000 LET SCO = SCO +MO * <INT (RND*4) 
+ 2 ) 

3002 LET U=0 

3003 LET 1=0 
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3005 LET MG=0 

3007 IF U=40 THEN GOTO 5000 
3010 LET H$="000000"+5TR$ (SCO) 
3020 PRINT RT 1,23;H$CLEN H*-5 T 

O ) 

3050 GOTO 100 

3200 LET UU=Gfl+INT <RND*3)-1+33* 
( INT (RND*3) -1) 

3210 IF PEEK UU=0 OR PEEK UU=8 T 

HEN LET GR=UU 

3220 POKE GR,136 

3230 POKE GR,6 

324-0 RETURN 

3300 LET P=P-1 

3310 IF PEEK P=0 THEN POKE P ,8 
3320 RETURN 

4-000 PRINT RT 0 j 4-; " DEAD 
4 010 FOR R =21 TO 0 STEP -1 
1020 PRINT RT R,®;" G R H E 

0 U E R 

'5-025 IF R < 18 THEN PRINT RT R+4,© 


4-030 NEXT R 
4.O4.0 PRINT , , , 
GAME WITH" 
4-350 PRINT 
4.070 GOTO 6000 
5000 CLS 
5010 PRINT ” 
5020 PRINT " 
5030 PRINT " 1 

504.0 PRINT “ 
5050 PRINT *’ 
5050 PRINT “ 
5070 PRINT " 
50S0 PRINT 
5030 PRINT ,>" 
5100 PRINT "AN 


••YOU FINISHED THE 


,'YOU HRUE £“;SCO 
RND "jCA;" GOLD NUGG 


5000 PRINT RT 17,0 ;"m 
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1 LET X*10 

2 LET score-id 

3 LET r“INT <RND*30>+1 

5 LET W*0 

6 PAPER 7' INK 0 

7 PAPER 7 : INK 0 

10 PRINT AT 21,0; "l_U«LIVES" 

11 FOR 2*1 TO 3 

20 PRINT AT 21,15; FLASH 1;"SC 
ORE » ";scare 

21 PRINT AT 20,0; 1 1 eeeeeeeeeeee 
eeeeeeeeeeeeeeeeeeee 11 

23 FOR f*2 TO 13 
25 FOR r»«0 TO 3 
30 PRINT AT f,r;"d"' PRINT AT 
f-1, r; " "' NEXT r. 

70 IF INKEYS*"5" THEN LET x-x 

-1 

00 IF INKEYS""8" THEN LET x»x 

+ 1 

81 IF x<0 THEN LET x*0 

82 IF x>27 THEN LET x*27 
8b PRINT AT 13,x;" abc " 

86 NEXT f 

37 IF r*x+l OR r=x+2 OR r=x+3 
THEN LET score^score+l 1 LET r=I 
NT <RND*30>fl> BEEP .1,1= BEEP . 
1,5' GO TO 20 

88 PRINT AT 21,2-1;" " 

89 BEEP .1,1' BEEP .1,2' BEEP 
.1,3= BEEP .1,4' BEEP .1,5 

90 NEXT 2 

94 GO SUB 10b 

95 BEEP 1,0' BEEP 1,2' BEEP .5 
,2- BEEP 1,0 

96 BEEP 1,0' BEEP 1,2' BEEP .5 
,2' BEEP 1,0 

97 BEEP 1,3' BEEP 1,5= BEEP 2, 
7 

98 BEEP 1,3' BEEP 1,5' BEEP 2, 
7 

99 BEEP .75,7' BEEP .25,8' BEE 
P .5,7' BEEP .5,5- BEEP .5,3' BE 
EP .5,2' BEEP 1,0 

100 BEEP .75,7' BEEP .25,8' BEE 
P .5,7= BEEP .5,5' BEEP .5,3= BE 
EP .5,2= BEEP 1,0 

101 BEEP 1,0' BEEP 1,-5= BEEP 2 

,0 

102 BEEP 1,0' BEEP 1,-5' BEEP 2 

,0 

103 CLS 


Y OU HAVE three lives,, during 
which your objective is to catch as 
many cannonballs in your boat as 
possible. Each time you miss a cannon¬ 
ball you lose a life. Move left with key 5 
and right with key 8. 

Start the game by entering GOTO 
1003. Underlined letters should be en¬ 
tered in graphics mode. 

Catch a Cannonball was written 
for the Spectrum by Brett Marl of 
Chester. 



CATCH AC 
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104 GO TO 1000 

105 PRINT FIT 0,0;" fflh fflh fflh 

fflh fflh fflh fflh fflh k j l k j l k j l 

k J i k j i k Ji k j i k j i _m 

w m m fo m 

fflh fflh fflh 
fflh fflh £flb fflh tab k j l k j l k j l 

k J i k j i k J i k j i k j l m. i JL 

m_ rn_ w m " 

106 PRINT 

10? PRINT " fflh fflh fflh £2h 
fflh fflh fflh k ji \uj. k ji kJi k ji... 

k_j_i k J ; 1 k j i m ia jl i i 

m. jtl £l 

fflh £flh fflh fflh fflh 
fflh fflh fflh k j l k j l k J l k J i k j l 

k j i k Ji k J i jo m m m m 

ro w m_ " 

100 RETURN 

1000 INPUT "DO YOU WANT ANOTHER 
GO?";A® 

1002 GO TO 1 

1003 FOR n m 0 TO 104 

1004 READ x 

1005 POKE USR "*"+n,x 

1006 NEXT n« GO TO 1020 

1007 DATA 0,255,128,255,64,63,16 
, 15 

1008 DATA 0,255,0,255,0,255,0,25 
5 

1009 DATA 0,255,1,255,2,252,8,24 
0 

1010 DATA 0,60,110,70,110,126,60 

,0 

1011 DATA 255,0,0,0,0,0,0,0 

1012 DATA 0,0,0,0,0,0,0,63 

1013 DATA 0,24,60,60,40,60,60,25 
5 

1014 DATA 0,0,0,0,0,0,0,252 

1015 DATA 246,246,252,0,0,0,0,0 

1016 DATA 255,231,255,60,60,60,6 
0,60 

1017 DATA 111,111,63,0,0,0,0,0 

1018 DATA 0,0,0,0,255,66,60,24 

1019 DATA 60,60,60,60,60,60,60,2 
4,0 

1020 PRINT AT 10,10;" READY 

PRESS A 
KEY TO 
START" 

1021 PAUSE 0 

1022 CLS ! GO TO 1 
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G HOBBIN, aged 15, of Liphook, 
Hampshire wrote Applenosh 
for the 16K Spectrum. Munch 
the apples which have been inadvertent¬ 
ly left out overnight as quickly as poss¬ 
ible. One of them is a magic apple and 
when it has been eaten the game ends 
and your time is displayed. 


J , 


3 PAPER 1' INK 7' BORDER 1- C 
LS 

5 FOR n«USR TO USR "•"-l 

6 REPO a- POKE n,a- NEXT n 

10 DATA 60,126,201,237,255,189 
<66/60 

20 DATA 16/8/42/127/127/127/62 
/ 28 

22 DATA 60,126/201/237/255/129 
,66,60 

24 DATA 0/8/8/8/42/26/8,0 

26 00 SUB 3000 

30 LET x-10- LET x-15 

50 FOR n-1 TO 3b 

51 PRINT AT RND*20,RND*30> PAP 
ER 1; INK 4j ,, <9bV l ' BEEP .0009,R 
ND*30+20 

52 NEXT n 

100 LET a-INT (. RNDX20 > • LET b-I 
NT <. RND*30 ) 

140 PRINT AT a,b; INK 4; PAPER 
1; " (Ob) " 

150 IF x-a AND y-b THEN CO TO 
2000 

210 LET x-x+< INKEY*-"6" AND x<2 
0>-cINKEY*-"7" AND x>0> 

220 LET y-y+< INKEY*-"8" AND y<3 
1>-<INKEYi-"5" AND y>0> 

500 PRINT AT x,y; INK 6i 

520 PRINT AT x,y; INK 6;" <9c) " 

521 BEEP .0003,55' BEEP .0005,6 


522 LET t-t+1 

530 PRINT AT 21,2;"TIM£ "iti" 
QUICKEST "Jht 
993 PRINT AT x,y;" H 
1000 CO TO 140 
2000 FOR n-0 TO 21 
2010 PRINT AT n,0, INK 4 i " C32*9b 

y[ 

2015 OUT 100,20- OUT 100,130- OU 
T 100,140 
2020 NEXT n 

2030 PRINT AT 10,1; FLASH 1; INK 
0, PAPER 7 , "YOU FOUND THE APPLE 

2031 IF ht>t THEN LET ht«=t CO 
TO 5000 

2032 PRINT AT 12,1; PAPER 6, INK 
0, "TIME TAKEN "it 

2033 PRINT AT 14,1; PAPER 6, INK 
0;"QUICKEST TIME ";ht 

2035 FOR n*l TO 7- BORDER n PAU 
■3E 20 - NEXT n- BORDER 1 
2060 PRINT AT 16,1; PAPER 7 ) INK 
0/j.*j" best so far" 

7; FLASH l;"Any key for another 
90 " 

2110 PAUSE 0 
2115 LET t-0 

2120 CLS - BORDER 1 CO TO 30 
5000 CLS - PRINT AT 10,2;"YOU HA 


VE THE QUICKEST TIME I I" 

5010 INPUT "ENTER your name"; A* 
5020 CO TO 2050 
9000 LET t-0- LET ht-939939 
9010 PRINT AT 3,8; INK 4; PAPER 
l; " < I2*9b) “ 

9020 PRINT AT 10,8; INK 4;" C9b 1 
0*sP-9b>" 

9030 PRINT AT 10,9; INK 6; FLASH 
l; PAPER 2;"APPLE-NOSH" 

9040 PRINT AT 11,8; INK 4; PAPER 
1; " t 12*9b> " 

3O60 FOR f-0 TO 200- OUT 200,200 
- OUT 200,250- OUT 10,10 OUT 20 
,20- NEXT f 
9070 CLS 

9100 PRINT AT 0,8,"INSTRUCTIONS" 
9110 PRINT AT 4,2;"The idea is t 
o eat the < 9b) and try to Set 
the mvstery aPPle in the 4u.i 
ckest time ." 

9120 PRINT AT 10,2;“Move <9a) wi 
th keys AT 13,3;"1 234567 
8 9 0" 

9130 PRINT AT 15,5;" < T d 

9140 PRINT AT 20,8;"Any key to P 
lay" 

9300 PAUSE 0 
9400 CLS 
9500 RETURN 
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SPECTRUM ORWIW SOFTWARE ZX-81 



tas aa*.f^ - 



L- •"«/ SSSSSSkS 
I .HtJ SrsSsSSSsr^ 652 





ssssssms. she-. ESru. 


^TCSSSSSSS 



^SKMSBSS-. 

ssanttjSjj.»«. ■ SM= L s &,in: 


S@Str.«B “ 


__ „jg 

Fr^ gfff 

~m—. ssr-xxxgsfuaas 

disjJ r 





More 

fun & games from your 

Spectrum 

with the intelligent 

interf ace+prog ram+joystick 

and for only 

£34,90 


Interlace: ' (cm Spectrum 
* Ik on board memory * own rear edge 
connector - tor printers etc * compatible 
with ALL standard joysticks 
Joystick: * sell centring * 8 directional 
microswitched action * 2 independent 
fire buttons Tape: * easy to use program, 
the interface WORKS ON ALL 
SOFTWARE * keeps a record ol 
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1 CL‘3 

20 go sub 900 
jo go sub 700 
35 GO SUB 800 
40 GO SUB BOO 
45 GO BOB 100 

50 IF htOl THfcN GO BUB 100 
7Q PRINT INK 5; OVER 0;AT 13, 
6;Po";AT 19,25;*c,AT 20,6;lz; 
AT 20,l5;tno;AT 20,25;ki 
30 IF Po<0 THEN GO TO 600 
30 GO TO 40 

100 LET uxo»ux• LET u«o-u* 

101 LET u*«lNKEY» 

105 IF U*-"" THEN RETURN 

106 IF u*»"m" OR THEN G 

0 TO 150 

110 LET ux-ux+<>ji*="P" AND ux<29 
>-■; u*=" l" AND ux>2> 

120 LET u*-uy+<u*-"z" AND uv< 13 
>-< u*='"l" AND ua >2> 

125 IF ux-uxo AND u.v-u*o THEN 
RETURN 

130 PRINT INK 7; AT uxo,uxo; "*" 
, INK 6;AT um,ux;"a" LET po*Fo- 
1 BEEP .005,20-ux RETURN 
1S0 INK 5 LET Po-Po-10 
155 LET lz-lz+1 LET lcx=u.x*8+4 
LET lcy»<21-ux :>*8+4 
160 FOR r>-1 TO 2 BEEP .04,6- B 
EEP .02,12 PLOT 8,56 DRAW Icx- 
8,lc*-5G INK 7 NEXT n 
175 INK 6 TOR n-1 To 2 PRINT 


AT u.y,ux-l; ">«<." BEEP .03,24 1 

NK 7 - NEXT n " 

ie0 IF NUT <ux«tw AND ux>-tx-df 
AND ux<tx+df+LEN t«> THEN INK 
5' RETURN 

200 OVER 1 LET ht-0 LEI ki»ki 
+1 LET sc-sc+100-LEN t**10 
210 FOR n-l TO 4 PRINT AT uv-l 
,ux-1j"N f/">AT u«,ux-l;"f9f";AT 
uv+1,ux—1;"<£>" ! BEEP . lTTb BEE 
P .05,6 INK 7- NEXT tv LET ht-1 
220 RETURN 

300 IF ht-1 THEN GO TO 360 
302 LET txo«tw i LET txo-tx 
3Q5 LET u.*«t* LET tx-tx+1 

310 IF tv>-!2 THEN LET tc—1 

311 IF t*<»4 THEN LET tc-1 

312 LET tx-tx+tc-KINT <RND*2> A 
ND tx< 14 >-< INT <. RND#2 ) AND tx>3) 

31b LET t*"""> LET t*-<"b" AND 
tx<9H("cd" AND tx>«3 nND~txU8> 
+<. " cefl " AND tx>-18 > 

330 PRINT INK 4;AT txo,txo;u*; 
AT tx,tx;t* BEEP .02,-12 
343 IF tw>8 AND RND<.7 AND c<tx 
>16 AND tx<2l ) OR tx»24> THEN I 
NK 2> TOR m-1 TO 2' FOR n— 1 TO 
2' PLUT tx*8+l2,l7S-<tx*8>-12' D 
RAW r>*3,-40 BEEP .003,30’ NEXT 
rv INK 7 PRINT INK 6; AT 21,0;" 
TOWER LOSS" LET Po-Po-9' NEXT m 
355 IF tx<-27 THEN RETURN 
360 PRINT INK 7;AT tv,tx;t*' L 


ET tno-tno+l LET tx-2 LET tx-7 
+ INT < RNDfcb >' LET tc -1 LET ht-0 
375 LET t*-"£" 

380 PRINT INK 4;AT tx,tx;t* 

335 RETURN 

6O0 FOR n-0 TO 74 INK n/10 BE 
EP .06,n-50’ PRINT AT 10,8;"- Ml 
SSIUN ENDED -'* • NEXT n 
640 FOR r>=0 TO 74 BORDER 7-n/l 
0- BEEP .05,n-20 : NEXT n 
680 INPUT INK b;TAB 6;"ANOTHER 
MISSION? ";u* 

685 IF u*="n" THEN GO TO 3399 
630 RESTORE - GO TO 30 
700 INPUT INK 2;"Difficult*? 0 
<hard > or 1 ";r* IF r*<>"0" THE 
N LET r*="1" 

705 LET dF-VAL r* 

710 LET ux-10 LET ux»10 
715 LET uxo-ux LET uxo-ux 
720 LET tx*4• LET tx-2' LET txo 
—tx ■ LET txo-tx' LET tc-1 
730 LET P0-999’ LET ac-0 LET k 
l-O LET lz—O 1 LET ht-0 
740 LET t*="£" LET tno-1 
750 FOR n-USR "a" TO USR "9"+7 
760 READ d * POKE rvd- NEXT rt 
770 RETURN 

780 DATA 255,129,0,8,0,129,129, 
255,0,0,0,24,36,255,36,0 
786 DATA 0,0,2,7,9,255,9,2,0,0, 
32,224,144,255,144,64,112,32,210 
,255,126,255,126,189 
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790 DATA 16,66,16,6,230,0,20,16 
- 149,88,40,231,02,20,74,145 
000 BORDER O' PAPER O' INK. 7 
005 OVER O CLS 

010 PLOT 3,26' DRAW 247,0> DRAW 
0,144 DRAW -247,0 DRAW 0,-144 
011 LET 9**34 LET 9c»6 

812 FOR n-1 TO 6' PLOT 5,9* 

813 DRAW 243,6' LET 9c*9c-l LE 
T 9*=9*+9c NEXT n 

815 FOR n*l TO 70 INK 2+RNDT6 
PLOT 1O+RND*2J0,70+RND*90 DRAW 
RND,0 NEXT rr INK 7 

820 LET 9C*1• LET 9**54 

821 FOR m=5 TO 247 LET 9*=9*+9 
c+INT <RND*3>-1' PLOT n,9« DRAW 

0,-<RND*<9*-55) AND 9*>54 > 


822 IF RND <.1 THEN LET 9c—9C 

823 IF 9*>61 THEN LET 9c—iNT 
< RNDT2.5) 

024 IF 9*<54 THEN LET 9c*INT < 
RND*2.5) 

826 NEXT n 

028 PRINT INK 5;AT 15,1; •'<92)" 
>AT 15,36; "<91)" 

830 FOR m=0 TO 60 STEP 20 
882 IF m= 40 THEN NEXT m 
834 FOR in-38 TO 51 PLOT 140+m, 
n< DRAW 20,0 ,.?■ NEXT n- DRAW -2 
O,0,.7' NEXT m 

850 FOR n-1 TO 5 CIRCLE INK 4 
;23,l40,w NEXT rr- OVER 1 
870 PRINT INK 6;AT u*,ux;"a" 
880 PRINT AT t*,tx;".b" “ 


885 PRINT AT 19,0;"POWER";AT 19 
,19;"SCORE";AT 20,0;"LA2ER";AT 2 
0,12;"NO";AT 20,19;"KILLS" 

890 BEEP 1,9 RETURN 

900 BORDER 7 PAPER 7> INK 0 

985 OVER 0' CLS 

910 PRINT AT 0,4;"- MOON BASE A 
LPHA -" 

915 PRINT ''' "You control a laz 
er station" ' "Protectir*9 a moon b 
as* from"'"the dr*ad*d 2ALRGCS" 
930 PRINT ' ' '' "Press arr* k** to 
continue" PAUSE 0 CLS 
950 PRINT "You us* uP *our limi 
t*d amount of POWER, firm9 the 
laser and moving the tracking 
si9hts." 

955 PRINT '"The base is shielde 
d by an"'"energ* fleld."'"This a 
Iso takes Power to sustainEver* 
time the base is hit Pouens los 
t. " 

960 PRINT '"When *our Power is 
exhausted, the mission ends." 

965 PRINT '"CONTROLS'"" "I to m 
ove left"'"P to move ri9ht"'"2 t 
o move down"'"Q to move uP"'"fc M 
or N to fire" 

970 PRINT '"Press an* ke* to co 
ntmue " 

985 PAUSE 0 ! RETURN 
9999 SAVE "ALPHA"* PRINI " VERIF 
Y REWIND TAPE" VERIFY "• , 


DOTTY 


M OVE AROUND the maze eat¬ 
ing as many dots as possible 
before the maze closes in on 
you and you become trapped. You score 
10 points for each dot you eat. Use key 
“Z” to move down, “W” to move up. 


“A” to move left and “$” to move 
right. 

Dotty was written for the IK ZX-81 
by Jason Moody of Thornton Heath, 
Surrey. 


2 PRINT "<15*isp>" 

3 FOR N-1 TO 14 

4 PRINT "< isP <. 1 

sP >" 

5 NEXT N 

6 PRINT "<15*isP)“ 

7 LET D-VAL "2" 

8 LET S-VAL ,, 0 ,, 

9 LET L*VAL "2" 

10 LET D-D-K INKEY*-"S'" )—< INKEY 
»«"A") 

11 LET C-C+<INKEY*-"Z")-<INKEY 
#-"W" ) 


12 PRINT AT C,D; 

13 LET A-VAL "PEEK < PEEK 16398 
+256*PEEK 16399)" 

14 IF A-VAL "128" THEN GOTO VA 
L "19" 

15 IF A-VAL "27" THEN LET S-S+ 
VAL "10" 

16 PRINT "<9h>";AT RNDT14,RNDT 
14;"<isP )";AT RND*14,RND*13;“<2* 
isP)";AT 0,20;"SCORE ";S 

17 PRINT AT C,D;“ " 

18 GOTO VAL "10" 

19 PRINT "GAME OVER" 
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Tr turns vour spectrum 


machlnP inthl^nrw 3£ ec «[ ' nto tt>e most sophisticated games 
Cartel*)?, .r d y - ur f ' n ?. ers re ^ on tne trlckstlcks six sensitive 
pads if our directions and two f\re buttonsi and tne narder vou press tn« 
faster vou go or tne narder you turn 

Trlckstlck works Ov picking up ma\ns hum from vour body and 
converting it by an ingenious circuit design directly into digital input 
Proportionality gives vast possibilities for more interesting games 


available bv mall telephone order at £3Q SO 


in the shops soon now 


TRICKSTICK’ 

The revolution that 
Runs Rings round 
ordinary joysticks 




SPECTRUM TOR JUST 
AND GET A EA.SQ CORN Of 
BETONDHORYZOttS 
ABSOLUTES fREE 


- *w*s \ 

mos * UM " t " *<*» r* ^ uo 

an ^ersv'onWo^s^Q^tn^ ^von ana 

up^raana ^ our se*o 

QHereo a part ethanol !5?* Owners M% 

uovaas t 0 *ovn an,w on « « tie ^ 

\ TOOhnVcaX W\nmcms^Hhr, in? nortr\a\ 

\ Qutstanoma or\^ Va nquaq* 

\ heq\nner each taoe^aKatoV^ ' OT *"* 

\ ^&w*«^«SSSSS!V»' 

, \ ?£i? «W»llOw5 

i \ JSi** 0 * 1H ^ oo\k\t vqw 
ft \ avawahve shortvy 
L \ F\C FORTH Ccv.n‘,„v,, 

A \ ®*P'o\t the spec\a\ 
r» \ ^earumr.tVu^MH 
\ OuaWty souno\ or&nn 


The SP48 s\mp\y p\uqs \nto the sockets 
propped hy S\nc\a\r \n your Spectrum tasv to 
t\t. tu\\ \hstruct\ons prov\peo ano no 
so\Oer\nq F\ts both \ssue 1 ano \ssue s 
mach\nes ussue T tssx ano qwes you a 
standard 48k Spectrum And no other 
expans\on k\t ahows you to upqraoe \ater to 
the 80k spectrum Over 20.000 m spectrum 
owners have avready upqraoeo w\th the SP48 
lo\nthem. 

And you qet a tree copy ot Btyono 
\ HORMONS, so there s yet another anq\e to 

\ \ookat. 


ano an . 

vou ^u\\ control w tn% \ 

: ^®SSSRSRS \ 

\ 

--N RV.OT ano CVRCtt \ 

eevono horyzous - ta.so 

oroqram has axreapy mao* \ 

1 0^n^Tr q am S rt«!r NS ^ AOUS ' 0T ^ Q usanos OV \ 

\ ^ throuqh the Spectrum \ 

\ nou to pffv. ano vo*,t \ 

\ var\aOVes shoves you how the o\sp\ay 

\ arv ^ covour attrvoutes work, how a ^asvc. 

\ °^r arrv stOT te hy hy te. ano much 

\ * Sutstano\no sia\ue 1 or those who 

\ stuck on the secohp hah ot the Spectrum 

\ manuax 


TH^mSP^CTRVi^V 
- tSl.SO 


SSssar: 

me y>80 ttwjr 1 

\ roR-w W'a" 0 '*'*’ MW> ' e 


Trickstlck £34.50 


Attaktics £10.00 


SP48 (issues 2 & 3 £23, ISSUel £35) 


SP80 £57.50 (Please SDecIfv which issue) 


48/80 FORTH £14.95 


Beyond Horizons £4.50 


_Programmable interface £10 (with Trlckstick) 1 

Postage £0.65 

Uj ^ iu I enclose cheque/PO for_ 

0.65 

Mv Access/Visa number is 11 

1 1 1 11 

Name 

Address 

SP2 

East London Robotics Ltd., cacti HMnriM 

Cate 11, Royal Albert Dock, tA5> 1 LUNUUIM 

sS^s?* REEETISS 







I N A BATTLE situation, you arc 
armed with an anti-tank mortar 
which you must train on enemy 
tanks by entering your distance from 
the tank. Mortar Platoon was written 
for the 16K Spectrum by C L Baker of 
Chesterfield. 






mm Pimm 


1 BOFIDER 6 PAPER fc INK L 
LS GO SUB 9000 FiEM instruct 10 
ns 

2 PRINT RT 0-8;"MGRTRR PLRTUG 
N" 

3 PRINT '"You arc m a battle 
situation armed with am anti¬ 
tank mortar with which aou must 

destroa the lowest enema tank w 
hich aPPears out of the woods at 
BOTTOM RIGHT" 

4 PRINT ' "To tram the mortar 
aou enter the RANGE '.MIN. 200 
to MAX. 450 dePendm9 on a our j 

ud9ement of distance to the tan 

k >. " 

5 PRINT ""YOU MUST HIT THE T 
RNK ON THE TURRET OR RERR TO 
DESTROY"" ""PRESS RNY KEY TO PL 
RY" 

6 PAUSE O CLS IF INKEY*-"" 
THEN GO TO 20 

20 LET shots=0- LET hi-0' LET 
sr-O' LET b*-"" 

30 LET f-INT < RNDfc 18 H10 
40 PRINT AT 12-10; INK 4;'\9h 
9h 9h 9h 9h’9h'9h = 9h>";AT 13 
,0;" (. 9h • 9h ! 9 Fv 

9h 9h 9h V 

45 PRINT INK 4;AT 14-26-"<;9h- 
9h 9h 9h V; AT 15-26;"<9h' 9h' 

9h >"j AT 18,0;"< 9h'9h V;AT 20-3; 
" <9h 9h' 9h ' 9h >" ; RI 21-4; "(.4Y9 
h: ,M ;RT 21 - 20; "< 9h* 9h 9h 9h 9 
h- 9h)" 

50 PRINT AT 20,0; INK 0;"<9a 9 
b)" 

60 IF shots-3 THEN GO TO 200 


80 LET shots=shots+1 
90 PRINT RT 1-1; PAPER ?; INK 
1 ;"TANK No-";shots;AT 3,11;"YOUR 
SC ORE-";sc;RT 1 - 11;"HI-SC ORE-"; 
hi;" ba ";b* 

100 INK 0 r PRINT RT 20-f;"<9c9 
d>" 

110 PRINT. INK 0;AT 10-28;"C9c 
9d " ; RT 11 - 28; "89c : 9d >" - RT 12-28 
; "<. 9c - 9d >" 

120 LET P-40 

140 INPUT "RANGE ? <200 TO 450> 
"; rn9 

141 IF rn9>450 THEN PRINT FLA 
SH l; INK 0;AT 15-5--"RANGE TOO 
HIGH FOR MORTAR" PAUSE 100' FLR 
SH O PRINT RT 15-5;" 

"’ GO TO 140 

142 IF RNGC2O0 THEN PRINT FLA 
SH l; INK 0;RT 15-O;"RANGE TOO S 
HURT FOR SAFETY" PRUSE 150 FLR 
SH 0' PRINT AT 15-0;" 

"■ GO TO 140 

150 PRINT AT 5,1;"RRNGE-";rn9 
160 LET a-rn9*CUS < PI t ?/180 .1 
170 LET b-rn9*SIN <PI*P/180> 

180 FOR x*0 TO b/16 STEP .5 
190 LET c-.01*<b*x-l6*x*x)+l 
200 IF a*x>6200 THEN GO TO 27Q 
220 PLOT PflPER 6; INK 2;.04*a* 
x+l2-4*c+8 
230 BEEP .005-C+25 
240 NEXT x 

250 IF RBS <a*b/3200-fX1 THEN 
GU TO 280 

268 PRINT RT 9-15; INK 0; FLASH 

l;"MISSED"' BEEP .5,-20 

270 PRUSE 150 CLS CO TO 30 


280 PRINT RT 10-10; INK 0; FLRS 
H l;"DIRECT HIT"' PRINT PAPER 2 
; INK 0; FLASH 1;RT 20-f;"(9f 99 
>” FUR n—10 TO 30- BEEP .03,n 
NEXT n' = NEXT n' LET sc-sc +1 
290 PAUSE 50' CLS • GO TO 30 
300 CLS ' INK 1 

310 IF sc>0 ANO hiKsc THEN LET 
hi-sc' CLS - GO TO 350 
320 PRINT FLASH 1;A1 5-2;"END 
OF GAME"; FLASH G;" ANOTHER GO < 
YxN > ?" 

330 INPUT a* 

340 IF a*-"a" THEN LET sc-0 L 
ET shot.s=G 1 CLS • GO TO 30 
950 INK 1 

360 PRINT AT 5,2;"GOOD - BEST S 
CORE SO FAR ENTER INITIAL 

S max.7 letters" INPUT b* 

370 LET »hots-0 1 LET sc-0 CLS 
■ GO TO 30 

90OG FOR i-l TO 8’ FOR n-0 TO 7 
READ a 1 POKE USR CHR* <i+143>+« 
- a = NEXT n' NEXT I' RESTORE 9010 
9010 DATA 0-0-0-0-3-31-231-255 
9020 DATA 3-6-12-24-240-240,28-4 
3 

9030 DATA 0-0,63-0-15-31-15-G 
9040 DATA 0-8-248,248-252-254-25 
2-0 

9G50 DATA 36-36-36-36-36,36-36-2 
55 

9060 DATA 56-0-0-32-24-60,255-25 
5 

9070 DATA 2-42-32-0-0-15,255-255 
9080 DATA 60-60,126-255-219-153- 
24-60 

910O RETURN 
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R ACE against time in Jailbreak 
by P Carolan of Marsh Green, 
Wigan for the 16K ZX-81. 
Using the cursor keys, you dash from 
your cell when the guard’s back is 
turned. A key is hidden somewhere in 
the prison yard at the locations marked 
“X”. Once you have found the key you 
may pass through the wall on the right 
of the screen and make for home “H”. 


10 PRINT "<26*i+«5*lSP>" 

lib PRINT RT 21,0;"<27*i+'5*isi 

16 PGR W=1 TG 2G 

17 PRINT RT W,1;"<31#i*P>" 

18 NEXT W 

20 FGR 1=1 TG 21 
22 PRINT RT I,0;"<i+>" 

2b NEXT I 

31 PRINT RT 11,30;"H" 

32 FGR H*0 TG 21 

33 PRINT RT H,27;"<i+>" 

35 NEXT H 

50 LET 2*20 
52 LET X=1 
54 FGR T=1 TG 10 
56 LET R*INT <RND*20+1> 

50 LET S-INT <RND*26+1> 

66 PRINT RT R,S;"X" 

63 NEXT T 

70 SLOW 

71 FGR D*1 TO 100 

72 PRINT RT 2,X;.. 

73 PRINT RT 2,X;"""" 

74 PRINT RT 2,X; "< isP )" 

100 LET X»X+< 1NKEY*»"S" >-< INKEY 
*="5"> 

110 IF X>26 THEN LET X»X-1 

120 IF X<1 THEN LET X*X+1 

138 LET 2*2-K INKEV>*"6">-<INKEY 


**"7"> 

140 IF 2>20 THEN LET 2*2-1 
145 IF 2<1 THEN LET 2*2+1 

147 IT 2*R RNO X*S THEN PRINT fi 
T 21,0;"YOU""VE GOT THE KEY" 

148 IF 2*R RND X*S THEN GOTO 10 
00 

150 NEXT D 

160 PRINT RT 0,0;"HARD LUCK,YOU 
""VE RIJN GUT GF TIME" 

165 STOP 

1000 FGR S*1 TG 100-D 

1004 PRINT RT 2,X;.. 

1005 PRINT RT 2,X;... 

1007 PRINT RT 2,X;"<isp >" 

1018 LET X*X+<INKEY**"8">-(INKEY 

1020 IF X>31 THEN LET X-X-l 
1030 IF X<0 THEN LET X*X+1 
1040 LET 2*2+<1NKEY*="6">-<INKEY 
*="7" > 

1050 IF 2>21 THEN LET 2*2-1 
1070 IF 2*11 RND X*30 THEN PRINT 
RT 0,0; "ifcHOGRRY* YQU""VE DONE 
IT" 

1080 IF 2*11 RND X*30 THEN STOP 
1090 NEXT S 

2000 PRINT RT 0,0;"HRRD LUCK YOU 
""VE RUN GUT OF TIME" 

2010 STOP 
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MATCH 

FISHING 


I F YOU fancy your chances as an 
angler but the prospect of sitting on 
a river bank does not appeal, try 
Match Fishing for the 16K. Spectrum. 

There are three levels of play and you 
have a minute to catch as many fish as 
possible. Use key “Z” to move left, 
“X” to move right, “K” to move down. 
When the game has ended the angler 
walks away. 

Match Fishing was written for the 
16K Spectrum by Nicholas Marshall, 
aged 13, of Hull, North Humberside. 


1 INK 7- BORDER 2- PAPER 1- L 
LS ■ FUR t-l TO 30' BEEP .01,t’ 
NEXT t- FOR t-30 TO 1 STEP -1> B 
EEP . 01 -1■ NEXT t' PRINT "l-ERSY 
"' PRINT - PRINT "2-MEDIUM"• PRI 
NT • PRINT "3-HARD"> PRINT FLAS 
H 1> AT 12/0;"MATCH FISHING"- INP 
UT V IF q-1 THEN LET w-7 

2 CLS - FOR t—10 TO SO- BEEP 
.01;t- NEXT t- PRINT "KEYS-";AT 
2;0;"Z l*ft";AT 4.0;"X ri9ht";A 

T 6,0;"K uP";AT 6/0;"M down"- PR 
INT AT 21/0;"PRESS ANY KEY TO ST 
ART"- PAUSE 0 BEEP .5/10' IF q- 
2 THEN LET u-5 • 


3 IF <1-3 THEN 

4 LET fish-0 

5 LET *«-"d" 

6 LET c-l^“ LET d-10 

7 LET tim»-0 

10 PAPER 1- BORDER 2- CLS 
13 GO SUB 2000 
15 INK 7 

20 FOR *-0 TO 10' PRINT PAPER 

5;" 

"■ NEXT * 

30 PRINT PAPER 5; 


LET u-4- CLS 


INK 0; AT 10 


40 PRINT PAPER 5; INK 0;RT 9, 

4; "*" 

50 LET *-15• LET b-15 
60 PRINT AT *,b;*» 

70 PRINT PAPER 5j INK 0;AT 0/ 
3;"FI9HES "jflsh 

00 LET s-INT <RND#w)+l 
85 PRINT PAPER 5 j INK 0;AT 2/ 
0;"TIME "Jtiws• LET ttm»-tlM»+l 
90 IF s—1 THEN LET *-*+l ■ PRI 
NT AT *-l,b; " " 

100 IF s-2 THEN LET *-*-1- LET 
*»-"St"- PRINT AT jL+l/bj" " 



110 IF s-3 THEN LET b-b+1- LET 
*•-"*"' PRINT AT *,b-l;" " 

120 IF s-4 THEN LET b-b-1• PRI 
NT AT i/btU a " 

130 IF *>21 THEN LET *-21 
140 IF *<11 THEN LET *-11 
150 IF b>31 THEN LET b-31 
160 IF b<0 THEN LET b-0 
170 PRINT PAPER 1 j INK 4;AT 21 
;0J" f ff _f f f f 

180 PRINT AT C/dJ "9" 

130 IF INKEY*-"t" THEN LET d-d 
-1■ PRINT AT Czd+1;” " 

200 IF INKEY*-"x“ THEN LET d-d 
+1■ PRINT AT c/d-l;" " 

210 IF INKEY*-"m" THEN LET c-c 
♦l* PRINT AT c-l/di" " 

220 IF INKEY«-"k" THEN LET c-c 
-l■ PRINT AT c+l/di" " 

230 IF c>21 THEN LET c-21 
240 IF c<ll THEN LET c-U 
250 IF d>31 THEN LET d-31 
260 IF d<0 THEN LET d-0 
270 IF c—* AND d-b THEN LET fi 
sh-fish+1 1 BEEP .5/30 
200 IF tirfte-200 THEN GO TO 100 

0 

999 GO TO 60 
1000 FOR «-ll TO 21 
1010 PRINT PAPER 5; INK 0;AT • , 

0/" llilh 

"■ PAUSE 10' NEXT e 
1015 INK 0' PAPER 5’ FOR P-4 TO 
0 STEP -I- PRINT AT B.P; 1 ^"' PRI 
NT AT 9, P;"m"■ FOR m-1 TO 20- Nfc 
XT «' PRINT AT 8, P ; " j " ' PRINT AT 
9, P; " k_" - FOR m-1 TO“20 ■ NEXT m- 
PRINT AT 8,P;" M ■ PRINT AT 9,P; 

. NEXT P- PRINT AT 8.0/" ">AT 

9/ 0j" "> INK 7 
1017 PAPER 0 

1020 PAUSE 50' CLS • PRINT "YOU 
CAUGHT "jflsh;" FISHES"' PRINT A 
T 10.0;"PRESS ANY KEY FOR ANOTHE 
R FISH"- PAUSE 0 
1990 RUN 
1999 STOP 
2008 RESTORE 2020 
2010 FOR q -1 TO 13' READ q* FOR 
n-0 TO 7- READ r' POKE USR q*+n 
.r' NEXT rv NEXT q 
2020 DATA "*"/196/200.144.224/12 
8/240/208/216 

2030 DATA "b"/255/8.8/8,8/8/8/8 
2040 DATA "c".255/65/65,65/65.65 
,65,65 

2030 DATA "d"/0.BIN 00111001.BIN 
01011111,255/BIN 01111111/BIN 0 
0111001 / 0/0 

2060 DATA ,0,BIN 10011100/BIN 
11111010/255/254/BIN 10811100,0 
,0 

2065 DATA "f",BIN 00100010,BIN 0 
0010100,BIN 00101001/BIN 0811001 
8/BIN 01001010/BIN 00101081/BIN 
80011010/BIN 00011180 

2067 DATA "9",32/32,32/32/34,38, 
18,12 

2068 DATA "h",63,63,63/65/65,65, 
65,65 

2069 DATA "i",0,8,8,8,8,8,8,8 

2070 DATA "j", 56/56,56,16/56,120 
, 120,ie4 

2080 DATA "k",56,56,40,40,72,66, 
68/BIN 11001100 
2085 DATA "l",7,7,7,2,7,7,7,7 
2090 DATA "m",7,7,2,2,6,2,J,6 
2100 RETURN 
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N YOUR CAPACITY as 


chief 

I mushroom it is your task to protect 
■^the smaller mushrooms from an in¬ 
vading Caterpillar. Fire at the cater¬ 
pillar as it advances towards you and 
guarantee the safety of the other mush¬ 
rooms. If the caterpillar succeeds in 
eating a mushroom the game ends. Use 
key 5 to move left, 8 to move right and 0 
to fire. 

Caterpillar was written for the 16K 
Spectrum by Stuart Edwards, aged 12, 
of Brighton, East Sussex. 


CATERPILLAR 


1 lu sue suoQ ’ go sue 7000 

LET 4-0 LET h«100 

2 CLS PAPER S' BURNER 2- L 
LS LET *-0- LET b=INT <RND*3i:> 

LET ro=l2 

4 PRINT AT 20, mi "a." 

5 INK 4 PRINT AT ;21,8;" dddd 


10 PRINT AT 8,0;"SCORE-";* 

20 IF INKEY*-"5" THEN GO TO 
100 

30 IF INKEY*-"8" THEN GO TO 
200 

40 IF INKEY*="0" THEN GO TU 
300 


50 IF INKEY*-"" THEN BEEP .0 
05.-5 GO TO 1808 

100 PRINT AT 20, m; “ ** > LET m=m 
-1 IF w-0 THEN LET m-30 

101 INK 1' PRINT AT 20,w;"*" 

GO TO 1000 “ 

200 PRINT AT 20,m; " "• LET m-m 
+1 IF m-31 THEN LET m«l 

201 INK 1' PRINT AT 20,m; "*' 

GU TO 1000 

300 PLOT m* 8+4,16 INK 3' ORAW 
0,159' PAUSE 20> INk 5’ PLOT m* 

3+4,16' DRAW 0,155' IF i*-b THEN 
LET a-6 LET b=5 PRINT AT *,b; 

■ LET *-s+5' FOR q«49 TO 56 
BEEP .001,q NEXT q> GO TO 2 

301 IF *>=h THEN BEEP .01,1' 
PRINT AT 20,0 ;3 LET h-h+100 LE 
T 4-3+5 PAUSE 50■ GO TO 3000 

302 GO TO 1000 

1000 BEEP .01,31 LET o-I NT < RND 

*J) 

1018 IF o-0 THEN GO TO 1500 

1028 IF o-l THEN GO TO 2000 

1030 IF o»2 THEN GO TO 2300 

1040 GO TO 1000 

1508 INK 1' PRINT AT a , b; ••_=*• L 
ET *«*+l IF *=20 THEN GO TO 60 
08 

1501 INK 2> PRINT AT *,b;"b"< G 
0 TO 10 *— 

2006 INK 2- PRINT AT *,b;"c"’ L 
ET b=b-l- IF b=0 THEN LET b-36 
2001 INK 2' PRINT AT a,b;"b" G 
0 TO 18 

2500 INK 4* PRINT AT a.bl'V L 


ET b-b+1 IF b-31 THEN LET b-1 
2501 INK 2= PRINT AT *,b;"b"' G 
0 TO 10 

7000 BEEP .1,-2' BEEP .1,+2■ PR 
INT AT 12,8; INK 2; FLASH 1;"ST0 
P THE TAPE"' IF INKEY*-"" THEN 
GO TO 7000 

7010 GLS PRINT AT 1,10; INK 2 
; FLASH 1;"CaT«RplllA'" 

7020 PRINT AT 4,2; "USE KEYS 58.8 
AND 0 TO FIRE" 

7021 PRINT AT 12,0; INK 2;"ccc 

■-£C £C£ j££C C££ ccb" 

?822 PRINT AT 13,0; INk 4;" cc 
c ccc CCS ccc ccc ccc ccc" 

7025 PAUSE 28 ’ 

7830 PRINT AT 26,0;"PrEs» AyiY K 
*Y To StArT ThE G*Me" 

7040 IF INKEY*-"" THEN GO TO 7 
040 

7099 RETURN 

8000 CLS • LET 3—0 1 PRINT AT 12 

,2; INK 0; "ThE CaTeRP I ILa' RtE Y 
oUr MuShRoOm.AnOtHeR G 

o Y/N?" 

8001 INPUT INKEY* 

8002 IF INKEY*-"v" THEN GO TO 
2 

8003 IF INKEY*-"r." THEN NEW 

8004 GO TO 8001 

9100 POKE USR "*",B1N O0011000 

9101 POKE USR "*"+1.BIN 0011116 
0 

9102 POKE USR "*"+2,BIN 0111111 
0 

9103 POKE USR "*"+3,BIN 0111111 
0 

9164 POKE USR “*"+4,BIN O001100 
0 

9165 POKE USR "3l"+5, BIN 0001100 
6 

9106 POkE USR "3i"+6,BIN 0661100 
0 

9107 POKE USR "*"+7,BIN 000*1100 
0 

9110 POKE USR "b",BIN 1011liOl 

9111 POKE USR "b"+l.BIN 0100001 
0 

9.12 POKE USR "b"+2,BIN 0100001 
0 


9113 POKE USR "b"+3,BIN 0101101 
0 

9114 POKE USR "b"+4,BIN 0111111 
0 

9115 POKE USR "b"+5,BIN 0111U1 
0 

9116 POKE USR "b"+6,BIN 0110011 
0 

9117 POKE USR "b"+7,BIN 0110011 
0 

9120 POKE USR "c".BIN 00111100 

9121 POKE USR "c"+l,BIN 0111111 
6 

9122 POKE USR "c"+2,BIN 1111111 
1 

9123 POKE USR "c"+3,B!N lllllli 
1 

9124 POKE USR "c”+4,BIN lllllli 
1 

9125 POKE USR "c"+5,BIN lllllli 
1 

9126 POKE USR "c"+6,BIN 0111111 
0 

9127 POKE USR "c"+7,BIN 0001111 
000 

9136 PUKE USR "d".BIN 00110111 

9131 PUKE USR "d"+l,BIN lllllli 
1 

9132 POKE USR "d"+2,BIN lllllli 
1 

9133 POKE USR "d"+3.BIN lllllli 
1 

9134 POKE USR "d"+4.BIN lllllli 
1 

9135 POKE USR "d"+5.BIN lllllli 
1 

9136 POKE USR "d"+6,BIN lllllli 
1 

9137 POKE USR "d"+7,BIN lllllli 

9138 RETURN 

9900 SAVE "CaTa" LINE 9950 SAV 
E "C'CODE 30Q00,2767 
931G PRINT "VERIFY" 

9926 VERIFY "CaTa"■ VERIFY "C"L 
ODE 30006,2767 
9936 STOP 

9950 CLEAR 29993' LOAD "C'CODE 
00O00,27677 
9960 RUN 
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PLAY THE WIN 


Here’s a sure-fire way of making certain 1984 is packed full of fun for you and 
your friends. We’ve searched for brilliant new program sources throughout the 
U.K. and North America to find an exciting collection of new games—and 
business programs—many of which cannot be bought by mail order from any 
other source! These are our latest exclusive offerings. 


BLANK Cl 5 


COMPUTER 


CASSETTE 


WITH 


EVERY TWO CASSETTES YOU 


ORDER! 


Remember there 


limit 


the 


number of 


free 


your order justifies them 


you 


why 


get together with 


friends 


nol 


usei 


group 


members end 


share 


the 


freebies? 


GREAT VALUE! TREMENDOUS SELECTION! PLUS A FREE 
OFFER EVERY TIME! 

Fill in the order form right away — we’re guaranteeing fast 
delivery, quality and satisfaction (after all, we want you to 
come back for more!] 

The Software Workshop, Yew Tree, Selborne, 

Hants GU34 3JP 


Order with 
not entir 
your pu 
days anc 




HERS IN 1984 



ft Postage, packing and handling: add 45p for the 
ft first cassette, and 25p for each additional 
P cassette. Non-UK orders add extra 50% 

ft I enclose a cheque/postal order for_ 

E Name_ 


,[Allovu 28 days MAXIMUM FOR DELIVERY] 


SNOOKER* 

Visions Snooker brings all the 
excitement and all the tension of big 
time tournaments to your TV set. With 
an advanced program written by a 
19 year old undergraduate at 
Queens College Cambridge, it 
makes Pot Black look like a load 
of old balls. Visions Snooker for 
the 16K Z# Spectrum. It's an 
exciting test of your skills on the 
cue. 

Cassette price: £8.95 
Ref. No: 2-53 


SHEER PANIC* 

Mining for Magnetic Quartz is a 
hazardous business. You have to 
ensure that there is plenty of oxygen 
to breathe, fight off the local 
monsters with only a shovel and 
counter interference with your 


ZX Spectrum 16K or 48K. 

Cassette price: £5.95. 

Ref. No: 2-51 


And here’s a further 
selection of the latest 
games, the best value 
software for your Spectrum 

Spectrum Software 

2-13 Sentinel 

Guard you mother ship against alien 

attacks. 48K RAM £4.95 

2-14 Meteor Storm 

Spectrum version of the ever-popular 

arcade game. 16K or 48K RAM £4.95 

2-15 Star Trek 

Popular space program brought to 

life by excellent graphics. 48K RAM £4.95 

2-21 Frogger 

Manoeuvre the frog across the road 

avoiding heavy traffic. 48K RAM £5.95 

2-23 Arcadia 

The expert’s version of the popular 

invaders' game. 16K or 48K RAM £5.95 

2-24 Golf 

The finest of golf handicap games. 

48K RAM £5.95 

2-26 Derby Day 

This favourite has to be a winner. 

. 48K RAM £5.95 


To: The Software Workshop, Yew Tree, Selborne, Hants GU34 3JP 

1 I wish to order the following programs. I understand that: 

* I will receive a FREE blank cassette with every 2 programs ordered 
V * I can return products within seven days if not entirely satisfied and 
] receive a replacement. 

K 


Ref IMo 


Title 


jarantee 

omplete quality oi 

1 satisiied "(W wlt h.n 7 




























BARGAIN-HUNTERS 
READ THIS! 


Whatever your model of Sinclair computer—you can get 
HOURS of fun, intellectual satisfaction and education for just 
95p per month! 


A bargain? 

That’s Sinclair Programs magazine—the fat, glossy 
magazine that’s PACKED with original, tested programs for 
you to load and run. 


With Sinclair Programs every month you can build the 
library of programs that suits your mood: in recent issues 
we have challenged our readers with programs to test their 
skill at Sharpshooter or Laser Cannon . . . jolt their brain 
cells with Quadratic Equation or Monster Maths ... or take 
a practical turn with their own word processor program or 
graphic generator. 


That is just a fraction of what you get from Sinclair 
Programs. Each month we have 40 programs for owners of 
ZX80s, ZX81s and Spectrums. But make sure you don’t 
have to hunt TOO far for your bargains— Sinclair 

Programs always sells out quickly, so order _ 

yours TODAY from your newsagent, or fill ^ 
in the form below and we will send ^ -»r ^96 ^ ^ r>ti ce 
it direct to you, ^ ^ \ s su eS " P 

even, month. ___ ^ 

^ —sinew* 1 ct ed« caS tiatoe - - 



SPECTRUM BOOKS 


AVAILABLE THROUGH COMPUTER BOOKSHOPS AND W H SMITH 


; Wmfr \ 40 BEST MACHINE CODE ROUTINES 
\ , F0R THE zx SPECTRUM £5 95 

i ws< VMO»*5t\ II By Andrew Hewson and Jdhn Hardman This book teaches 
\ L, j me beginner all he needs to know in a simple, easy-to-leam 
\ form and its an invaluable reference work for the expert too! 

S SECTION A: Three chapters explaining whal you need to 
\ know about Z80 machine code on the Spectrum. • How to 
i load and save machine code. • How to use the system 
\ variables. • How memory is organised. • How program lines 

\_”•** I ts are stored. • How to use the stack, the display, the attribute 

- files. • How to call ROM Routines - where they are and what 

they do. • The structure of Z80 code - plus a valuable glossary SECTION B: 40 
routines including, • Scroll - up, down, side to side by pixel or by character 
• Search and replace, token swap, string search • Rotate character, invert 
character - horizontally and vertically. • Line renumber - including GOSUBs, 
GOTOs. RUN etc.__ 


Reach an estimated readership of over 200,000 users 
per month for as little as £2.00*. 

Or if you are starting your own small business advertise in the classified for 
only Cl0.00. 


Yes all you have to do is fill in the coupon below including your name, 
address and/or telephone number and send to: Sinclair Programs, ECC 
Publications. 196-200 Balls Pond Road, London N1 4A0 


Maximum 30 words. 


Your advert will appear in the earliest possible edition 


20 BEST PROGRAMS FOR THE ZX SPECTRUM £5 95 

By Andrew Hewson Program titles include: MACHINE CODE EDITOR - Write, 
modify, extend and load machine code using this all-basic program. No need to 
use an Assembler when you have this program. INDEX FILE - Learn about fixed 
length records, save numeric and string information, add to. sort, modify, delete 
and print your records. Ideal as a computer based filing system. DUCKSHOOT - 
Learn how to manipulate the attributes file and have fun at the same time, 
GRAPH IX - Construct up to 210 graphics characters with the full on-screen 
editing facilities, enhance and modify them and recall them later to build a 
detailed display to save on cassette SPIROMANIA - A program to stretch your 
artistic talents, imagination and ingenuity Draws a limitless variety of curves and 
spirals Plus: FOOTBALL. DIGITISER. DIARY and many more. 

CED Hewson Consultants 


Name ... 
Address 


Please send me: (tick box) 

□ 40 Best Machine Code Routines £5 95 □ 20 Best Programmes £5 95 
Please debit my Access/Visa Account No_ 


Have you included the fee of £2.00 or £10.00i 


Signature. 


Name 


Please make cheques/postal orders payable to ri 

Hewson Consultants AUow up to 14 days for delivery n 1 

/'"Cpi Post to: Hewson Consultants, 60A St Mary’s Street, 
Wallingford, Oxon 0X10 OEL Tel (0491) 36307 
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